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Other tan that, it's perfect. 


the pehallenges of golf. 


Links for'Sega CD™ is the most 
Mat:t-les o-1ai-1 emeleac-le (ele dhy . 
realistic golf game WETICE © | Sain But then, Links goes far beyond any 
~~" a . rolaatcimrele)imer-]anissmcemelhom elem ian 
How perfect is-Links? The course felsyevuamele)imict-letla-tonll co 
ani iaal tens) Torrey Pines exactly ba CoM oN e)I-\V/-1e-M (te) ea ome) dal-larer-lealcy— 
“~ineredible, 35 fm»photography can only handieup to 4) 
places you behind every tee, fairway, *Full support of TeeVGolf Club™ for 
watér hazard and bunker, wherever the most accu rate, realistic and fun 
the ball lands, and gives you an golfing experience available 
accurate view of your next shot. * Aerial fly-overs of each hole so 
It's so life-like, you can almost smell. realistic you may get airsick 
the green (that’s a good thing). * Running stats.on how many fish 
. . you tag when your ball lands in the 
» And as you'd expect from any water. 
decent golf game, Links, features 
“Tournament play Okay, We’ re just kidding about the 
¢ Practice mode, Front 9, Back 9 last feature. 
* Instant Replays . a 
+ Save player info But as you ean see, Links for 
' ys, Sega CD is the closest thing to per- 
, uy fection Vial -ia mi mere) aal-1-mcomele)imet-leal-1-e 
: So you can bet that if any game 
i / comes out with a “Golf Car Donuts 
On The Fairway” feature in the 
future, it'll be Links. 


LINKS™ & ©1990, 1994 Access Software, Inc. ©1994 Virgin Interactive Entertainment, Inc. All rights reserved. SEGA and SEGA CD are trademarks of Sega Enterprises, Ltd. Virgin is a registered trademark of Virgin Enterprises, Ltd 
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green clovers—and a bunch 
of Irish guys who could kick 
your ass. 
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First, there was the MTV car- 
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3 h | | GRAFFITI 54 x 
toon. Then the Marve Deface public property for fun 
comic. Now the Via- | we 
and profit! foo 
m com video game. il ih 7 ee 
; rt Then the FLUX % wae TOP TEN TIPS FOR THE | 
Sees cover. |t'snever i by aij TOP TEN GAMES 58 97 
too.” late to f a Ra A ie Do we really have to explain this? a ‘ f 
jump on the bandwagon! at aa id Be THE DREAM TEAM , 64 € 
> HOW TO 24 Nes Forget the X-Men. Screw the Jus- Fig 
4 *) KILL A SUPERHERO tice League. FLUX picks our own 
Mm In our never ending superhero all-star team. *¥ ‘ 
i #/) # 
efforts to broadening our ab, OFFSPRING 66 Nuk 
hx demographics, FLUX ii ¥ oe 
Introducing Greenspring! Er, ane 
presents a story that + o_ 
sig, Offday! Uhh...here's a punk ¢ 
even Lex Luthor, the Green : e 
; ; band. j 
. ; Goblin and Magneto can enjoy. 
® | } COOLIO 70 
PAWN: 2 ba * 
2 . 3 sé What? Did somebody 
THE ULTIMATE GUIDE ihe 
. water this guy's head and 
Look—up in the sky! It's a bird! It's a plane! No! 
= ; turn him toward the light? 
It's just some guy with a burnt-off face! e 
: @ Rap'’s newest superstar 
» DOOM 36 responds. 
A game so real, it'll make you puke. 
THE TEN MOST VIOLENT Ake | BF PTE 3 
‘ VIDEO GAMES Be 2, “ey 
What were you expecting? An siti Pde i, 3! Re w nae 
, ahs “6%. 
article on Barney's Hide & Seek? \jiRuiaae?NS . evil B 5 a a a 
Fy: Vi ie. Video Games cette ess... 4% ie 
X-MEN 42 “Maas : os sae i  ., ae 
A look inside Spike Lee's new aR ~m : ee Lo | nee 
movie. Just kidding. 7 ~ ie 8? New Products........ - : ea 
acaba een 44 > ae Cards oe oe Sa ee 
What would you do with a mil- Re fe aes 
lion bucks? Cars? Chicks? Meet a eee os 
bunch of losers who blew their wad Fo a sre sted 
a on latex and foam rubber. Be : eae ee 
Bo Sag oa , 
‘ne PSS rs Ags 
: tee. 8 S uae 
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Mave you hear 


© that some people in our government want : Sas dost 

. i ‘ve suddenly run ou 
=) in video games? It's not like we ve S se cea we 
: ‘csi ple to tur 

y nations to invade, MX missiles to build or boat peo 
: owe ihink our honored elected representatives would 


=e tier things to do. : : 
=" i va forgotten the difference between fantasy 


©) and “reality.” Here’s a memory jogger: Every day | sage 
7) ashestos-infested school where |have a serious chance olg : 
De) ting knifed, shot or otherwise assaulted by some derang 


crackhead— and that’s just the teachers. The classes are bor- 


a ing and stupid, and even if | paid attention. | doubt I'd a a 
ie hances of finding a joo W 
thing that might better my Cnal’® : heavy 
ee : th that?” Odds are! une 
wouldn't have to say, “Want fries wi 
u'll flip hit the lottery. get signed to a major record asi ie see 
erie a Coors Light girl in real life, let alone get to fouc 0 
ATIC © That's reality. Now. here's fantasy: If | press ‘Forwar 
TTT Down, Forward + A.” I can watch a little electronic guy rip 


wei some other electronic guy s head off. 


be rok Now, which issue do you jhink is more deserving of gov- 


ity? 

PTE ernmental action? Crime? Education? Lack of een 
SP) (reality) or Sub-Zero s finishing move (fantasy)? 1a 

= thai some games (usually the better ones) are 


a tad ultra-violent, but they re only games. 
So to all those Senators 
ee who are worried 


= about the quality 
of my fantasy, 
ihanks _—‘for 
thinking about 
me. But how 
about doing 
something to 


make my reality 
a little better? 


Make it so | 

don'tneeda .38 

io feel safe in 

my own neighbor- 

hood. Make teachers fake a min- 
Hey, I'd even setile for the 


ais ‘mum competency test. : : 
© phone number of a Coors Light girl. 
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WHISPERING IS 


FOR GUTLESS 
WEASELS. 





Send messages up to thirty feet Lay the Brain Drain game against 
{_ { = ” [. (? = 1 ; ; If ( x { 
away, safe and private-Like. the computer, or with a friend. 


c 
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LITT 





O | Repeal 2 ff) ; ’ ( j 
Necord your friends numbers iu ganize every minute of your day, 


/ Tey A / fe r gf , / 
and create faces to match. or at Least the important ones. 


Whispering’s pathetic. Exactly why Sega made the IR 
7000, with fourteen different features. So 
you can communicate with your friends in 
eLass without making a sound, via LLs 
invisible infra-red beam. You can even play a game 
with someone across the room. Plus, the IR 700 
keeps numbers, addresses, has weekly and 
monthly calendars, speaks ten languages, and 
more. So check out 
Sega’s IR 7000. Unless, 
of course, you Like to 


whisper, Yeah, Fight. 





—LEIF 


_a so-called killer maga- 


—DEVON BRITTON 


—SOME MEAN GUY 


























Yo, man, your first issue 7 
gave me a total slabbie! 


A lot of sucky little 
wiener heads try to have 


zine, but this magazine is 
not to be compared with 
others. Thou shalt not buy J 
no other than thy FLUX! | 


My brother is leaning on 

my shoulder as | write this ] 
letter. Please excuse me 
while I knock him out. Bye. 


hope FLUX stays in me seit 


Thanks for an honest, well-pro- 
duced magazine that wasn't afraid 
to label crap as crap, and gold as 


gold. 


—BROCK JONES 


I'd like to start off by saying...nev- 


er mind, I'm speechless. 


—COREY GREINER 


GETaCLuE 


Since | sent you a 


felel elie ava 
—RUSSELL LOWGLE 


I've got an issue of FLUX 
and | think it's fly—-send 
me some free comics or 
anything else that's free 
Felalem Mim 4ale\,ael6 Mack eole) - 

—HANK PHARR 


letter, 
aarch\Aelomn ,el6 Moelle Mr =4)\.cmm gals 
olgaloiiallar=al icciome meel6| (eM ale) ,' 
it around and give FLUX free 





| liked the Babewatch section, but | 


can't figure out why you picked that 


Buck Rogers, hippie flower child, 
Chia-Pet arm pit hair girl. (Erin Gray). 
—GEORGE PIERCE 






What's the deal with your hang up 
about fashion? | think the whole 
fashion industry is bogus, but that 
doesn't mean | don't care what | 
wear. 

—KEVIN GRANT 


FLUX: The most bang-for-your- 
buck you can have with your 
clothes on. 

—TY BACHUG 


IMPORTANT READER TI 





Did you know that, in Mortal Kombat 
(Genesis), when you do Liu Kang's 
fatality from across the screen, then 
walk up to the guy, knee him in the 
crotch and walk over him, it looks like 
he’s masturbating? 


—PHILLIP KINDINIS 











den Frank Sinatra society. 
—JEFFREY ZILAHY 


It's nice to see that Sir Mix- 


taste in butts. 
—NOE PALACIOS 


PLUM eke Wheard and 


s damn place. 
| —TREVOR MCCARTHY 


: i FLUX kicks ass! 
| —437 PEOPLE 


= Monsters, blood, gore and 
§ death are not just for guys 
= anymore. 

—SCARRIE 


| wish | had the “10 
Commandments Of 
Arcade Etiquette” story 

Me™ sooner. | was in an 
arcade recently playing Street 
Fighter Il as Ken, when some 
kid comes in and picks Guile 
and starts doing all these cheap 
moves, like handcuffs and 
invisible throws. On the last 


match, | nearly got a perfect on 
him and just before | delivered 
the final blow he does the code 
to reset the machine, making 
me lose my all time high score 
and my quarter. The idiot just 
stood there with a cocky look 
on his face, then BAAAMMM! 
| punched him right in the 
nose, knocking him—and the 
machine—over. | know it's just 








WE COULDN T aGREE MORE 





| would like: to point out 
that the use of curse 
words — does not 






= FLUX is the answer to the 
= prayers of the music-listen- 
ing, video game-playing, 
comic book-reading genre 
of kids that have been 
overlooked by an adult-rid- 


A-Lot and | have the same 


™e Hero's asses all over the 


comics and video games. 
The ath er two are cool shirts 
and women 

| —ason 


|| —JASON’'S MOM 















After re- reading 
the debut issue 
of FLUX, | started © 
noticing the use of 














YOURE The EDITOR: 


All FLUX needs now are 




















Harleys, irderers and 
naked c en s| 

—DENNY ELLIS 

Ya know what would be 
cool? If | had a section in 


FLUX. That would be cool. 
—BRYAN ANDERSON) © 
FLUX is the coolest maga- 
zine I've ever purchased. It 
combines three of five 
favorite hobbies: music, 




































PS. Believe it or not, i] 
enjoyed this magazine also. 












FLUX is the most in credible 
Nagazine I've seen. 
Nc ow, if it only had stuff on 
off-road 4X. 4 trucks and 
some cool pictures of rad 
chicks in bathing suits! 
—ART SERNA 
FLUX is cool, but don't start 
putting in any stuff about 
sports because then it would 






















ever 































suck. 
aes ALDRIDGE 
LUX should do an article 


Aes anarchy. That would 

really kick ass. 

—ANDY FALBOWSKI 

It would be ae if you put 

more of us girls in your mag 
2 it'll be anot ial one of 























those sucky guy mags that | 
read when I'm on the can 
and flush ns john cuz 
heechiaie a nut-filled turd. 
—ERI 


There's only one bad thing 











about FLUX, and that's its 
bad taste in music. 

—PHIL TODD 

Please keep that oh-so- 
depressing Henry “I'm a 
deep guy” Rollins out of 
FLUX. He doesn't deserve 








half the atten- 
tion he so des- 
1 perately needs. 
i However, if you 
do decide to put 
him in, please 
give him a good 
thrashing. 

| —JOE 
SWEENEY 



























letter of the month 
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—"“KEN"” PETERSON 





a game, but when 
you get cocky with} | 
me, you'll learn what 
a real uppercut feels 
like (no joystick 
needed). 


wanted to 
about fashion, 


my girl. 


‘* 


o -s 
NATURAL BORN 


— 


_ PRODUCED yeh tae 


LEONARD COMER, 
7, 

DR. DRE, 
PATTI SMIGiBy 
COWBOY JUNKIES)... 
BOB DYLAN, 

JANE'S a 
PETER GABRIE@ 


a / 
° 
Shy 


_ DIAMANDA GAM 


Thank god for FLUX. If 


Thanks for the fake |.D. 


Now | don't have to beg 
my parents to buy me 
smokes anymore. 
—CHRIS LANG 


know 
I'd ask 


—MIKE RADCLIFFE 


Your magazine rules! 
—392 PEOPLE 


KILLERS 


A SOUNDTRACK 
FOR AN OLIVER STONE 
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STURF THAT DOESNT SUCK 









SPIDEY, VENOM AND CARNAGE pabiteg ct Sea hoe LY-FILLED 
eee a es = Acclaim's new 
BUTT HEADS IN NEW VIDEO GAME Maximum Carnage cart, that's what. Based on the 14- 
eae ——E issue Marvel Comics mini-series, the SNES and Genesis 

carts let players choose to play as either Spider-Man or Venom. Each character follows a different storyline on his 
way to the big bad showdown with ultravillain Carnage. Black Cat, Captain America and other Marvel Universe 
residents make cameo appearances throughout the adventure. The game also features an original song by Green 
Jelly, the aptly titled bad-guy-cheering “Carnage Rules,” with charming lyrics like “No matter what your size/crushes 


spiders like flies." Early versions of the cart will be encased in red plastic; judging by the rock-'em, sock ‘em action, 
this game is also quite red on the inside. —DAN AMRICH 








y WT 
For goodness sakes, when 2 oa 7 x i 7 lace. Al 
you're visiting a rival | | : — a “a5 o- 
school—for a sports trip or ¢ {ex i site 
S.A.T.'s or whatever—nev- ae eA: my al 
6 er go the bathroom and ia bait Pee Kat 8 up, $5581 4 
z take a whiz on the radiator. So ae ee 
z It'll take them years to get Bk A, alte. > Me ———, : 
a the smell out. Dey AVY) Gat has | . | Cy 


Nekkid chick from Designer 
imposters (Parfums de Coeur) 
TV commercial 


a 


Pe 


-—* 


Debbie Dunning (Home 


Improvement's Tool Girl) 
photo: courtesy ABC-TV 


Lady Death 
(™ & © 1994 Chaos Comics) 








ATIC 


COO SIGE 


Never mind Janie, now its AEROSMITH who's gota gun— 


UEVAl NTinn Ge 
lake aim with. thei new.coin-on shoot em up, 












AFTER A COUPLA Re 
B) OND) SWAN NOL a ee Cam _ 
ROLL STREET PUNKS, 


Rev X Tips & Tact 

Aerosmith recently evolved into a | 

higher form of life: rock n' roll 7 aaa i 

cyberpunks. For starters, the <2 @ a Bey: Bees z. “eh (| Bae a be objects in the game can 

lewd n' crude Bostonians gave e shot for bonus points or powerups. 
The treetops at the beginning of 

CompuServe subscribers the 


the game are worth 5,000 points 
opportunity to download an >» 


a apiece; the flying rolls of toilet 
unreleased Aerosmith track © paper in the club bathroom are 






called “Head First." Then, . 2 © 1] = = 10,000 each. 

titanic Tyler and Co. included -. : Be |» \\eer nee ¢ If you want to get the game's com- 

their video for “Cryin'" ona |< cute J) eee : \c\ plete ending, you must rescue all 

new PC CD-ROM game from ©. x, sc: | EM hs | a} five members of Aerosmith. You'll 
Jasmine Multimediacalled Vid ~. '\.\@ : find the first one, Tom Hamilton, 

Grid, which also features 7%: ‘ , : ae taking a leak in the bathroom of 


Club X. If, on the roof of Club X, you 
go right, he'll be in the bathroom to 
the right; if you head left, he'll be in 
the left one. 


videos from Soundgarden, 

Metallica and Guns N' Roses. 
If that wasn't enough for 

these aging (but never unhip) 










: \ e When you enter the Club, there 
rockers, the group is also cur- eS rag will be three ticket windows in the 
rently starring in its very own co. background. A NON Boy will pop up 
arcade game—the hot new R ™ * 7 behind each window and shoot at you. 
deluxe coin-op from Midway yA . | Shoot them through the bottom half of 


entitled Revolution X. : 9 > * 7 ™ the window. They will burst through the 
Step up to the giant : a x § top half of the window and break the 
oe . glass, giving you 25,000 
points, instead of a meager 
500. 
¢ To handle the giant insect 
that chases you out of NON 


upright Revolution X console and grab Non 
of futuristic-lookin’ gun. Sink in a few quar- 
ters and get ready to start popping any-, 
thing that moves. Your mission: to rescue 


the Aerosmith band members, who have l 1 cel HQ, lead him all the way 
been kidnapped by New Order Nation terror; | ae et 2 back to the entrance, then 
ists. The search for Steven Tyler's deadly lips | ie... il — shoot the left and right sup- 
takes you from Japan to the Middle East to% ports of the bridge he's standing on. 
the Amazon Jungle. Along the way, four} | * By the way, Kerri Hoskins, one of 
Aerosmith songs—"Sweet Emotion," “Eat ¢& 3 A those babe-a-licious NBA Jam cheer- 
The Rich,” “Walk This Way," and “Toys __ | Y es 7 im FR leaders, plays both Helga and the 

In The Attic"—taunt you from the oom TNE are oe aeeaeeer 


c —DAN AMRICH & ERIC HOLMA 
soundtrack. ee 


What's next for this tireless, tech- / 
minded outfit? Who knows—in a few 
years, we may have the chance to 
slug it out one-on-one with a virtual- 
reality Joe Perry, or sing along with a 
hologram Tyler in the family living room. 
For now, however, you'll have 
to settle for saving the Aero 
boys from gruesome deaths in 
Revolution xX. 












t Super Soakers 
are great fun, 
but never fill 
them with 
anything 
but pure 
water. If 
jyou were to 
use, Say, 
Kool-Aid, it 
might attract 
‘thousands of biting 
insects to anyone you 
_ sprayed. And we meet 6 
want that, would we? 


Wi @ As ait 





Rev X's bad girl Kerri 
Hoskins get a grip on 
Aerosmith's Steven Tyler. 






NOSN3AH NIAa>I 


FLUX BalK TO SCRODL SPECIAL | SCHOOL SP 
Skip Class With the FLUX Doctor's Note 


Ugg! It's only September and you're already sick of school. You need a bee iniude ges the FLUX Doctor's 
Note®, a sure-fire way of addi ing an unscheduled holiday to your school calendar. Cut it out, fill it out, give © 
it to a friend to hand in! Now you can go home, zeal video games, watch overweight transvestite mud wrestlers 
on TOP aa prams “Can your teachers at school! TURN PAGE FOR DIRECTIONS | 
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~ SWE WAS ABOUT NINETEEN HER FATHER WE SUPPOSED HER MOTHER GoT puT 
a (Wren J was AgouT ~ MY FATHER HAD Tuts ReAuy | | WE WOUND UP LIVING Ay THE re tt hn aa RAISED BY HER GRAND- 
SIXTEEN YEARS O19 CRUMMY JOB Wit THE IN THIS oup He WAS DOING TIME DOWN MOTHER WHO WoRKe? 
MY FAMILY MOVED TO | | POST OFFICE ano APARTMENT BUILDING IN OSSINING... NIGHTS DOWN AT THE 
ALBANY... 4 | DION'T Make mucy ON MELROSE AVENUE... DOWN AT 
- dig iL - | MONEY. THAT'S WHEN I FiRsT CHICKEN PARTs FACTORY. 


SAW AGNES... 
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THE FLUX DOCTOR'S NOTE® DIRECTIONS 


Step One: Cui out the FLUX Doctor's Note®. 
Step Two: Choose your disease from the list at right. 
STEP THREE: Get a friend to write (tell him/her to be as messy as possible), 


DISEASE SYMPTOM 


can't talk 

snot nose 

sore throat 
coughing 
earache 

the shits 

really bad shits 


Laryngitis 
Sinusitis 
Pharyngitis 
Tracheobronchitis 
Otitis Externa 
Gastroenteritis 
Salmonella 


“Due to a (slight/severe) case of (your disease), (your name) will be absent 
from class for the rest of the week.” If you have to write it yourself, use your 
left hand if you're right handed, or vice versa. 

Step Four: Give the FLUX Doctor's Note® to a trusted friend to hand in. 
STEP Five: Sicep late the next day! 
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THAT MEANT THAT AGES 


I USED TO HEAR HER 
WAS ALONE Most oF | 


SINGING to HERSELF 





; — T NGMT AIR SUPPER. 
WANTED UNTIL Kewl | | TMA AT BACK 40 wet 


SHE WASN'T HOME, THEN 


ONE DAY £ GoT THE 
BRIGHT WEA OF 


THEN I VERY CAREFULLY 
REMONED THE CHewlinG 











AT MGHT THROUGH THE 
THIN WALL SefaRATING 
OUR BEDROOMS... 
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DRILLING A SMALL 
HOLE IN THe WALL So 
I COULD Spy ON 


HER ANDO MAYBE SEE 








BORED A Tiny HoLe 
THROUGH THe Wau, 














ROOM AND TURNED OT 


GUM 1 HAD usen To 
PLUG THE HOLE. 












1 IMMEDIATELY NoTicep ULON'T BELIEVE L PRESSED MY EYE I SAW SOMETHING MOVE, 7 | 
A UGHT SHINING THRouGH, | | com FORTUNE AT CLOSER , TRYING TO . THEN I Guess L * THAT'S ABOUT ALL + THE DOCTORS saip x 


50 5 PREASED MY CHEEK | | CeciNG AGNES WALKING] fin, SETA BETTER SLACKEO OUT. I REMEMBER... WAS LUCKY THe Ice 
UP AGAINST THE WALL..1 | oraRK NAKED ACROSS LOOK V/V apa ia | lll Wap, PLCK DION'T PENETRATE 
THE ROOM HOLDING Hime |i a ee | 1 ee EE i MY BRAIN. 








THEIR NEW ALBUM 333 ON CD AND CASSETTE IN STORES SEPTEMBER 27! 
The fall length video available soon with brand row characters ard mare madeags thar over bofore, 
Featuring the single and video S\iave “oy See it on The Box! 

AVAILABLE AT BLOCKBUSTER MUSIC 


GET A FREE SET OF GREEN JELLY POGS!!! 


_ Fill out the coupon and mail it to: 
' Zoo Pogs; 1540 Broadway, 34th Floor 
New York, NY 10036 


HURRY! SUPPLIES ARE LIMITED! Gk 
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Pie ee Sure. Doesn't 
: , | , everybody? 
3 | ms So INTERACT: 
| ” controllers. 
by STD are 
loaded with Whether 
youre into SEGA or SNES, our game 
_pads give you the edge you need. 
So...play with an attitude. Play with 
INTERACT controllers by STD. 









SNPROPAD_. 
For a le Nintendo® | Hy { 






6 Hi-Performance 3 
fire buttons! 










Semi and Hands-Free 
ae _ Turbo Fire — gives you 
= two ways to shred ‘em 
7 ALL-NEW SG PROPAD to pieces. 

| For Sega Genesis™ = Slow Motion — 
_disect your. opponent's 
game plan. Then 
watch ‘em squirm! 
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Clear Casing — _ 
so you can check 
out the guts. 


Turbo Auto-Fire — for 
high speed fire power that 
wont wear out your thu 


_ [| SG PROPADG / 
_ | For Sega Genesis™s ff 


Programmable Fire Buttons — 


slam...with the press of one button! 





STD Entertainment (USA), Inc. 


trademarks of STD Entertainment (USA), Inc. 





now you can jump, punch, kick and 


Extra Long Cord 
— now you can 
play from your 
favorite recliner. 


€) 


Slow Motion — 
feelin’ the heat? 
Take control and set 


» your own pace. 


6-Button Arcade 
Layout — that 
familiar arcade feel _ 
(elo) pal oxwe ale) salon 
Wouldn't you 
rather thrash your 
fo} 0) ofexyi folamelamrelels 
own turf anyway? 


Fl ed oe CO) DS On 


Play with au attitude! 





110 Lakefront Drive * Hunt Valley, MD 21030 » 410-785-5661 
© 1994.STD Entertainment (USA), Inc. ALL RIGHTS RESERVED. 


super Nitendo Entertainment System is a registered {reativark of Nintendo o) ents: : 
sega Genesis is a trademark of Sega Enterprises, Ltd. INTERACT and its logo are 
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FLUX investigates the new 
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Game fans, PYe- 






pare yourselves: 










MTV's terrible 
twosome are COM 
ing to SNES and 
Genesis platforms 
in October. Our 
*. slacker heroes are 


on a quest: to locate scattered pieces of two 







shredded GWAR concert tickets SO they can get 
into the gig. Their epic mission takes them to 


many areas familiar from the Tv show, including 


Burger World, Highland High, Mr. Anderson's 
yard, the Starlight Drive-in, the Turbo Mall 2000 
and Memorial Hospital. The 
dirty duo fart and belch their 
way across town as they fight 
off club-swinging cops and 
big dart-shooting dudes, 


make good use of items like 


cherry bombs and spit-ball 





shooters and avoid an endless 


Ye ctream of runaway skateboards, soning balls and shopping carts. The 


1 game is true to its television counterpart, with all your favorite Beavis 
and Butt-head-isms firmly intact. 


We're there, dude. 
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IN THE HALLS OF HIGHLAND HIGH. 
BEAVIS ATTACKS WITH A NOXIOUS BELCH. 













GO TO THE GWAR POSTER TO SAVE YOUR GAME. 
PICK UP A CAMERA AND A PAIR OF PANTS IN THIS ROOM. 


a 


R AREAS. 


BUTT-HEAD FARTS ON SOME STUCK-UP CHICK ROAM- 
ING THE HALLS. WHO THE HELL IS SHE ANYWAY? 





NOTHING TO DO IN THE JOHN. 


LOOK FOR A WAD OF GUM OR SOMETHING | 
UNDERNEATH HIPPIE VAN DRIESSEN’S D 








screens are from the Genesis version 
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=MMM, MMM—BURGER WORLD RULES! 
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FIND THE CHERRY BOMB IN THE ARMY OFFICE 


IN THE MALL, THEN DROP IT NEAR THE TOILET 
TO BLOW IT UP TO REVEAL A POWER-UP. 
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YOUR BEST DEFENSE AGAINST THOSE PESKY 
COPS IS TO BLOW PAST ‘EM. YOU'LL TAKE A 
FEW HITS, BUT CHANCES ARE YOU WON'T DIE. 
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DEATH COMES EASY IN THIS GAME—YOU'LL SEE 
THIS SCREEN MORE OFTEN THAN YOU'D LIKE. 
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but quickly developed 3 terminal Superman 
Case of cancer Mar- 


vell died Peaceful- 
ly on Titan in one of the best deathbed 


Superman #75 
scenes ever Created. 
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Alpha Flight #45 
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and Zuras being 
both, like, gods and all, and thus technically 


unkillable. Odin did experience an episode 
of “brain death" though in one of the bet- 
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Todd McFARLANE 
ft 


steam bustin’ outta his ears angry. 


Even though Todd is one of the biggest names in 
comics. 

Even though he's adored by millions of sweaty- 
palmed fans for his work on The Amazing Spider-Man 
and his current blockbuster, Spawn, the homeless 
advocate from Hell. 


Even though he’s probably rich enough to buy 
every copy of all 500 X-Men titles every month and 
air drop them over the Atlantic. 

So why is he pissed? He's angry at the way the 

Big Two comic publishers, DC and Marvel, continue 


to treat artists and writers like dirt. He's angry at 
people who call Image 


Comics a boutique for 
smug, over hyped prima 
donnas. He's angry at 
some of his fellow cre- 
atives—Peter David, writer 
of a slew of top titles for 
DC and Marvel, and 
comics legend John 
Byrne—and at ignoramus 
critics, and slobbering dogs 
who jump on you and bone- 
headed drivers who cut you off on the free- 
way. EE-diots! 
But if you think being angry is all there is 
to Todd McFarlane, you're only half right. 
There's another side to Todd. A kinder, gen- 
tler side. This Todd has a wife and a child 
whom he loves very much. He has a puppy. 
He answers all of the letters in his letter col- 
umn personally, and makes a point of sign- 
ing thousands of autographs and talking to 
dozens of fans individually at comic con- 
ventions. This Todd is just a big, goofy, 
sweet guy who, at heart, is little more than 
an overgrown kid. And therein lies the 
secret of the Two Faces of Todd. But let's 


BUJEFE YANG SPAWN 


let him explain it: “I'm still the same peckerhead that | was 
when | was in grade two." 

Todd the peckerhead got his start in drawing the same 
way most of us do: doodling in class. (Most of us do not, of 
course, go on to earn millions of dollars doing it.) “Back when 
| was in kindergarten, with crayons, you know?” he says. “| 
was the kid who was always the best at it. Everybody else 
put the straight line down and put the cow on it; | did the 
cow on perspective grass.” 

Young Todd was fast with his mouth, quick to stand up 
for what he believed in, slow to back down from a fight. “| 
was accepted within the head group, the cool kids, but the 
nerds liked me because | always stuck up for them," says 
McFarlane. “If the head guys started pickin’ on them, I'd 
go, ‘Hey, you and me, we'll go, leave the skinny weak ones 
alone. Pick on someone your own size.’ | always thought | 

was bigger than | was. Did | ever get my ass kicked really 

bad? Yeah, sure. But hey, if you're afraid to get beat, then 

you don't get cocky. Part of being cocky is being able to 
take your lumps.” 


Besides fighting and doodling and 
blowing off classes, Todd spent 
much of his time playing ball. “| 
got my college education paid for 
on a baseball scholarship," he 
says. “Man, if | could make it in 

baseball, I'd quit comics today.” 

At age 17—a late 
bloomer—Todd discovered the hob- 

by that would end up backrolling him 
when his days on the diamond were over. 


“| picked up some comics—probably some 
Marvel stuff—and got hooked. | became something of 


a fanatic, and | was able to expand my habit because | 
had a buddy whose dad worked with the newsstands. 
He was able to bring home a lot of books at the end of 
each week that were out of the bin, so | relieved my lust 
for comics without actually having to pay for them. 
When | went to college, | ended up working at a comic 
shop, and instead of getting paid money, | basically trad- 
ed my work for comic books.” 

Todd went to Eastern Washington University, played 
ball for the varsity team, worked as a janitor on campus, 
and got a degree in graphic design. By this time, he 
knew he wasn't going to be the next Ty Cobb. “Unfor- 
tunately, | wasn't much of a hitter. That was my down- 


HRI BY TODD McFARLANE 
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fall,” he says. Luckily, three 
weeks before graduating, Todd 
met his destiny. “Before | even 
had to go look for work, | was 
already basically doing what I'd 
hoped to do,” he says. “Marvel 
gave me a gig on one of their 
Epic titles, Steve Englehardt's 
Coyote." 

That first gig at Marvel made 
the higher-ups aware that they 
had something hot on their 
hands, and Todd quickly went on 
to bigger and better things. 
Where he went, the fans fol- 
lowed. He finally landed at The 
Amazing Spider-Man—Marvel’s 
flagship, the jewel in the crown. 

“It wasn't like | always wanted 
to do Spider-Man. | was looking for 
work and they were looking for 
someone to do the book, and | hap- 
pened to be Johnny-on-the-spot, 
you know, in the right place in the 
right time.” 

The weirdly dynamic style he 


and they were generous with their favorite son, making 
him the highest-paid talent they'd had in decades. They 
even gave him his own spanking-new Spidey-title, 
which he drew and wrote, and if he'd wanted to, they 
probably would have let him letter, ink, color, print, 
and hand-deliver it too. 

But Todd wasn't concerned with 
money or fame. He had principles, 
and they were getting stomped on, 
orso he felt. “Listen, it wasn't about 
money. | was gettin’ paid,” says 

McFarlane. “| didn't ask them for a 
raise, and | wasn't asking them for 
a copyright. | was just reminding 
‘em that when | had first jumped on 
the book a few years ago, we were selling 
150,000 copies, and the first issue that | wrote and 
penciled sold three million copies. An all-time 
record for a single creator, and they still insisted on 
telling me what to do! They should have been 
there goin’, ‘Go for it, Todd. Run faster, throw 
harder, jump higher!’ Instead, every month, there 
they were telling me, ‘You can't use that word, 
Todd. You can't use that character, Todd. This 
panel is too graphic, restage it and we'll see 
whether it'll pass or not, Todd." All of a sudden 


Valentino. Todd bumped into Mark 
Silvestri in the Marvel lobby, talked 
him up for five hours straight, and 
brought him on board. The next day, 
the seven artists walked into the offices 
of their erstwhile employer, and gave 
‘em the finger. 

“They looked 
at us and asked, 
‘Well, what do you 
want?” Says 

McFarlane, a trace of 

annoyance creeping 

into his voice. “They 
thought we were in there 
asking for a raise or some- 

thing. ‘What will it take to get you guys 

to stay?’ And we said, ‘Nothing. We're 
out of here. Here's our reasons why. We 
thought you'd like to know, so you don't 
get seven more guys coming next week. 
And seven more the week after. And if 
you don't want to do anything about it, 
then fine. It’s not our problem.’ They 
never asked us what we were going to 
do next. Maybe they thought we were 
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brought to Marvel's franchise hero 
had the comiquistas slavering in the 
aisles, and, under his pen, sales of The 
Amazing Spider-Man zoomed higher 
than the New York skyline. 

“| was able to break the status quo 
on the title,” he says. “Spider-Man had 
kind of become an icon of the compa- 
ny. But nobody had really updated him 
since 1965. So | updated his costume a 
little, updated his life a little, and all of 
a sudden people were saying ‘Hoooollly 
cow, what are you doing with these 
characters?’ But, you know, the only 
radical thing | really did with Spider-Man 
was put him in these weird funky poses; 

a lot of people had lost the essence of the 
character. He's SPIDER-man, emphasis on 
SPIDER, and | think most people were 
putting the emphasis on MAN. | just felt 
that as soon as he got into the costume, 
he should be able to go into contorted 
positions, he should have these arms flail- 
ing, he should look like a little bug-guy. A 
weird little half-spider guy. | also came up 
with a way of drawing his webs that made 
‘em look more three-dimensional. Just 
| these little cosmetic changes. I'd 
like to say that I'm a genius, but | 
» try not to do that any more.” 

So, Whiz! Pow! Ka-ching! Mar- 
vel was clocking fat cash dollars, 





piddly-ass thing after another for years, and 
I'm tired of it."” 

Todd was mad as hell and he wasn't 
gonna take it anymore. Something had to be 
done. 

“Rob Liefeld and | started scheming on 
the telephone,” remembers Todd. “I just 
felt it was time for the creative community 
to take charge, and | realized | couldn't do 
it on my own; they'd just replace me and 
the status quo would stay the same. The 
only way we were ever going to get our 

message out was to quit as a unit. How 
could we pull this off? Who else could we 
get? Me and Erik Larsen and Rob would 
have done it, just the three of us, but Jim 
Lee was the crowning piece, ‘cause he 
was the golden boy. Whether they ver- 
balized it or not, | know Marvel was 
thinking, ‘If Rob and Todd leave, that's 
okay, because they're already psychos.’ 
But if we could get Jim Lee, who was 
the perfect little boy, then they'd better 
lock the vaults, ‘cause then we could 
get anybody." 

Well, they got him, and then it 
was only a matter of putting the final 
pieces in place. With Lee came 
Whilce Portacio, who was sharing an 
office with him at the time. Liefeld 

brought along his office-mate Jim 


: 





| realized, ‘I've been putting up with one little 








going to go dig ditches, | don't know.” 

Instead of digging ditches, the seven 
founded Image, a strange and revolution- 
ary comics company—one in which the 
creators themselves owned rights to, and 
got all the profits from, the titles and char- 
acters they created. And Todd himself cre- 
ated Spawn. 


SPAWO TRE CHARACTER 


is as much a creature of contradictions as 
Todd is himself. He's an agent of Hell 
whose basic impulses are to do good. He 
sold his soul to the Devil—not for money, 
power, or fame, but simply for the love of 
his wife. He's incredibly powerful—capable 
of turning cities into ash or ripping the 
world asunder—but because every use of 
his power sends him that much closer to 
damnation, he usually hits his enemies with 
big sticks, hides in garbage bins, or just runs 
away. Instead of a SpawnCave or a Fortress 
of Spawnitude, he lives in a trash-filled alley 
with a motley crew of homeless people—a 
bunch of bums who have embraced this 
weirdly dressed stranger with the barfed- 
up-Kibbles-'n’-Bits face as a brother and a 
friend. 

His greatest nemesis is a netherworldly 
demon known as Violator, a grotesque eater 
of souls and flesh currently trapped in the 
body of a fat little circus clown. 
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Cool, huh? That's what the kids “Marvel has to use tricks to sell their books, stupid covers, | own comics company. It's Todd 
thought. When Spawn debuted, it big crossovers, and that's the only reason they beat meevery _—_ on paper. My Life As Spawn. 
sold 1.7 million copies and stomped all other month,” he says. “Me, | just put out my book. No “Spawn is whatever I'm thinking 
over the independent-comic sales _ foilstamps, no death of whatever, nothing like that. | think | about right then,” says Todd. “I sit 
record—though Todd is quick todown- __ fans see that with Spawn, the package is better than the — there and go, oh, | want to create a 
play that achievement. “Let's be realistic parts. | got one of the top letterers in the book, | gotone — monster, so | create a monster, then 
here,” he says. “When | quit, | was at — of the top colorists in the book, | do aslick presentation —_ | think, oh, how about a story about 
the top of my game. | could have created _in terms of the quality of reproduction, and! gotit at his wife? And I've got a wife whom | 
Broccoli-Man and they would have _ alegitimate price. Plus there's a little bit of an edge —_love dearly, so I'll put in some of those 
bought it.” to the book that’s not in your standard Superman _ elements. I'm still pretty much a kid at 

What he is proud of, however, is the — or Spider-Man story. It's a superhero book, but it's heart—the kids like monsters, same as 
fact that, even after twentysomething a little edgier." me, and they like big bazooka blasts, and 
issues, Spawn continues to sell big, coming But maybe the real reason why kids areread- _ they like a little bit of sensibility to the story, 


in regularly at number one or number two _ ing Spawn is that, well, it's basically the kind of | so what like is not very much different from 
on the comic sales charts. 


book they might do if they owned their very — every guy walking down the street. A little 
bit of action, a little bit of characterization, a 
little bit of love interest, a little bit of suspense, 
a coupla good bazooka blasts—slap on a cov- 
er and call it a comic book." 

In fact, Spawn is even closer to Todd 
than most people realize. Much of what 
goes into the book is modeled directly on 
Todd's life, which makes sense, since you 
basically write about what you know. Here's 
a handy table for you to get the picture: 





Wife named Wanda 


Wife named Wanda 
Daughter named Cyan Daughter named Cyan 
Has dog named Janice © Has dog named Janice 
Friend named Terry Friend named Terry 
Fitzgerald Fitzgerald 
Sold his soul to the “I'd make the deal in a 
Devil to see his wife heartbeat! Lop my 
one last time head off, break my 
fingers, just let me 
go see my wife and 
child one last 
| | time.” 
Has a really, really big © Some people say that 
punk folks- folk punks. ee 
Fora mgée than tact i on “Todd's ego. 
| Basically a nice guy, Basically a nice guy, 
their atlantic debut featuring even though he’s even though he's 
“Ost centur y di g ital bo ‘2 ” originally from Hell. originally from 
Te lete” 4 —— _ Marvel ; 
- 1ncomp ; oe - Original identity: Al Simmons, Todd's col- 
Stranger than fiction Simmons. lege roommate, 
PRODUCED BY ANDY WALLACE & BAD RELIGION currently drives 


THE ATLANTIC GROUP 


OL994 ATLANTIC RECORDING CORP. A TIME WARNER COMPANY 





around in the Spawnmobile, wearing the 
Spawn suit, signingSpawn comics, “With 


love, Al Simmons.” 


“If you can't put your friends and fam- 
ily in your comic book, who's going to do 
it for you?” he says. “Violator, though, | 
don't got no friends named Violator." 

So Todd and Spawn are like these weird 
twins—or like a father and son who look 
incredibly alike. (Figuratively, that is. Todd's 
face is not, in fact, reminiscent of chewed 
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hamburger.) For a parent, Todd isn't what you'd call because it had anything to do with the 
overprotective. Early on in Spawn's existence, he hand- existing plot or was full of action, or 
ed the character over to four extremely talented (and advanced the _ characterizations. 
extremely different) writers. Alan Moore fleshed out Rather, Sim's issue was an allegory. 


the dark side of the hellspawn, defining the uneasy bal- | Spawn—oris it Todd?—finds himself To find out what Spawn fans really 

ance between the forces of Heaven and Hell which led through a comic-industry Inferno wanted to know about their 

serve as the backdrop to Spawn's existence. Neil by Sim's little grey aardvark-barbar- favorite vigilante, FLUX scoured 

Gaiman fleshed out Spawn's history—revealing thathe ian, who shows him a dungeon in _ the Internet and searched through 

is not, in fact, the first of his kind, and creating aheav- which characters are imprisoned cyberspace for the most commonly 

‘et . asked questions about Spawn. We 

enly nemesis for him in the form of hellspawn-hunter — behind stout bars of copyright, and bau ti rrawht 4 

Angela. Frank Miller's creators bound, masked, and coo ete ge 
ae Spawn creator Todd McFarlane for 

hard-boiled, slap- gagged; and who demonstrates to 


the answers—and here they are. 
happy issue featured a him the futility of fighting the sys- 
gang war between tem, as Todd—or is _ it 


Q@: What does the name “Spawn” 
the Nerds and the Spawn?—tries to burst the bind- 


actually mean? A: It's a derivative of 
Creeps, two sets of ings thatlock the heroes and their the word “hellspawn.” Salmon go 


unlikely combatants, fathers in corporate enslavement, Spawning up the river using all of their 


with Spawn and his and fails. energy for one sole purpose—just like 
bum pals caught in The final answer? Cerebus Ms ne =F 
the middle. leads Spawn—yep, it's really ee eee 


back to life? A: Nope. He's dead. 
But it was Dave Todd—out of the darkness, and Q@: Will Spawn ever really go to 
“Cerebus” Sim's take back home. To his wife, his kid, 


; haat hic ind 4 hell? As in, for good? A: Yeah. He's 
' ' On spawn that Came = and nis independence. got a power bar on him, and when it hits 

Simply having one closest to Todd's This, in essence, is Todd's zero, he's done for. And it will get to zero 

of the hottest COMIC own—not CONTIUED ON PAGE 94 when a) I'm bored with the 
; : , 

titles isn t enough character, or b) the readers 

for Todd McFarlane. 


Ay Ly are. 
f / : —- 
When it comes to his prized prop- Xe (oes \ \ Vi vi 7 al 





































Q@: Will Spawn ever get 
) his power back? A: Nah, 
erty, he’s got deals coming out the that's the easy way out. It's 
wazoo—Spawn action figures (pro- FT more of a challenge for me 
duced by his own company, Todd to figure out how he can 
Toys), Spawn watches, Spawn video 

games, Spawn rings, Spawn cards, 


get through this existence 
given that he's got all 

everything but Spawn edible under- 

wear. 


these obstacles to run 
through when he doesn't 
“The big four things to me are want to use his powers. 
video games, TV, movies, and It's far more intriguing for 
toys,” Todd says. “The Spawn me to find out ways for 
movie will be live-action. Will it him not to use his pow- 
follow the comic storyline? It .\ seers than to find ways for 
depends on what the studio is try- 
ing to accomplish, and | could go 


U | him to use them. Using 
either way. But in terms of getting () 


his powers, that's easy. 

N He blows up a planet. 

it off the ground, pitching it as a 3 He picks up a tank. He 

PG-13 with some cool special [imme Wa 7) it ‘ AW = saves the daily news- 

effects goes a lot further in nego- [im \ By a: | Aa NAN =< paper. | can come up 

tiations than saying you want to with those all day 
do something really violent, really 


4 a long. 
adult—NC-17 or something. \ S Fa a 2 ea |i” } Q: Other than his 
“The TV show, which is also \ aN LV Hi rN — ZA \ £: s wife and Terry 
in development, will be animated. \. ee UNE 2S - BAS 7 Wee Fitzgerald, 
It's being done at HBO because it's ie a LA 


didn’t Al Sim- 


an adult thing—a tragic love story mons have any 


that happens to have a guy ina 





costume. This will not be a Satur- 
day morning cartoon. ; 

“I'll be the executive producer 
of both the TV and movie. I'm not 
writing the scripts—| don't profess 
to be a writer on a certain level, 
but I'm just watching over it so 


that at th 


e end of it, we don’t end 
up with a guy that’s got 
a yellow submarine. | 
just gotta keep an eye 
on the baby so they 


CONTIUED ON PAGE 94 





other friends? 
A: Yes, he has 
other friends and 
family. We will 
eventually get 
around to some 
of the others. 
I've already 
introduced 
Crand ma 
Blake, and in 
issue #3 he 
also met 


CONTINUED ON PAGE 94 
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Hey Beavis. 
Anybody who plays: 
this video game gets 





Heh-hebh. 
Hm... yeh...uh.. 


to act as stupid Shut up, nimrod. 


as you do. 





Introducing the game that actually lets you control 
the destinies of America’s leading morons. 
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= —_ and an itchy trigger Bae 
and they'll tell you: the greatest 
game ever created—hell, the great- 
est piece of software ever 
created—is DOOM. With dizzying 
3D visuals, a terrifying atmosphere 
and ultra-violent action, id Soft- 
ware'’s DOOM isn't just a game, it's 


a way a life. And death. And best of 
all, thanks to the beauty of down- | 


loadable shareware, it's free. 


You may have seen other 3D per- | 


spective games in the past, like 
Wolfenstein 3D, but DOOM kills 
‘em all, with cool effects like texture- 
mapped graphics, light sourcing, and 
non-orthogonal walls. In English, 
that means that DOOM is the clos- 
est thing to virtual reality you can 
get—you actually feel like you're 
exploring the alien base, climbing 
spiral staircases and running for your 
life in fear. 

Next up? While the Grginal 
DOOM is being ported over to the 
Atari Jaguar and Sega's new 32X 
platform, DOOM II: Hell On Earth 
is scheduled for an October 10 retail 
release (PC and CD-ROM). More 
violence. More gore. More gaming 
sessions until 3 A.M. 

Stop reading. YourDOOM 
awaits. —DAN AMRICH 
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GREETINGS FROM HELL, WISH YOU WERE 
HERE: TWO SCENES FROM THE ORIGINAL 
DOOM AND, LOWER LEFT, DOOM II. 
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violence 


Games are the only place you can inflict pain and be 
rewarded for it—and there's nothing we appreciate more than a game where your sole 


objective is to kill, maim, destroy or, best of all, . 
Here are our favorites: 10 video/computer games guaranteed to vent your deeply 


recessed serial killer tendencies and at the sane Hine, Proesad 
on an empty stomach. a 

















(Midway, arcade; Acclaim, Genesis, SNES, Game Gear, Game Boy) | 
Sub-Zero's spine-ripping Fatality in the original MK sent the Senate into a tizzy, 
and creators Ed Boon and John Tobias responded by topping their own act with 
ripped torsos, bloody decapitations, exploding bodies, electrocu- 
tions, pools of acid and much, much more. 






(Sega, Genesis) 
Conspicuously absent from the 
instruction manual, the super-vio- 
lent Overkill finishing moves were 
quickly discovered by alert 
gamers. Drive-by shootings, 
fatal earthquakes, deadly 
tentacles—there's plenty of 
ultra-violence buried in here. 






















(Electronic Arts, Genesis) 
Speed and bleed. If racing a bike 
at 140 MPH while yanking oppo- 
pents out of the way with a metal 
chain sounds like fun—and how 
could it not?—this one's for you. 















(id Software, PC, Atari Jaguar and Genesis 32X) 
A colony on Mars. One man. Many 
demons, many monsters, many flying 
heads. Your ammo: spiked knuckles, 
chain saws, shotguns, rocket launchers, 
and some crazy-big assault weapon 
called the BFG 9000. It's kill or be 
killed—our money's on the demons. 





(Strata, arcade) 

Where Time Killers only explored, BloodStorm explodes. Play- 
ers get points for each limb removed from their opponents, and 
there's a variety of unsavory ways to permanently dispatch your fall- 7 
en enemy. Violence unparalleled. C s, 
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(Electronic Arts, Genesis) 
Who needs to score touchdowns when 
you can just rip the other team to 
shreds? And what's this ball for, 


anyway? 





















Hundreds of digitized actors die of lead 

poisoning (heh, heh) as you lay down 

the law. Now, if that Justifier gun 
would only work with 90270.... 


(Merit Software, PC) 

A poor-man's Wolfenstein 3D, 
this first-person ammofest fees 
tures regenerating jungle-dwelling 
zombies who gleefully feast on 
your flesh if you don't get them 
fast enough. Better still, when you 
exit the game, you witness your own 
shotgun suicide. 


(Merit Software, PC CD-ROM) 
Welcome to the sleepy farm town 
of Harvest, where having your 
spine removed from your 
body is considered a natural 

cause of death. “Can't live with- 
out a spinal column,” says one char- 
acter. “Nothing unnatural about 
that.” Nope. 














(Virgin, Genesis) 
This game was also released for the SNES, but didn't contain half the blood n' 
guts of its Sega cousin. Don't forget that secret MA-17 code to increase the 
gore level to gushing proportions. 
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DYLAN, BRENDA 
AND KELLY WITH 
SUPERPOWERS— 


WHAT A HORRIBLE 
THOUGHT. But writer 


Scott Lobdell remains oddly 
calm in the face of snickering 
references to Generation X, the 
latest monthly series in Marvel's 
best-selling group of X-Men 
comics, as A+Vien 90270. 

“You could do worse than 
being compared to 90210," says 
Lobdell. “The TV show is about 
an ensemble cast dealing with 
themselves and with each other, 
which is sort of what we're 
doing with Generation X." 

As evidenced by his work 
with Uncanny X-Men and The 
Adventures Of Cyclops & 
Phoenix, Scott Lobdell's mature 
style of writing has quickly 
become the backbone of the X- 
Universe. What's the secret of 
his success? 

“One of the things we have 
in our favor is that a lot of the 
Johnny-come-lately X-clones 
don't have any history between 
their characters," says Lobdell. 
“Other companies have started 
out with a #1 issue where 
everybody acts like they've 
known each other for thirty 
years, but you just can't manu- 
facture that from nothing. With 
the X-Men, we've seen these 
relationships develop, not 
merely been told they exist.” 

—BY CHRIS GOLDEN 
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JUST WHAT DOES 
IT TAKE TO SELL A. 
AMNILLION RECORDS? | 


Tons of high-tech guitar gear? A pretty boy 
frontman? A six-figure recording budget? 
How about a really good song? 

Actually, all you need is a box of clay, 
some chicken wire and a borrowed video 
camera. Just ask the kings of comic-core, 
Green Jelly. With those simple ingredients, 
the band filmed a modern metal version of 
the “Three Little Pigs” fairy tale, featuring 
a leather-jacketed big bad wolf who rides 
around on a Harley and menaces three 
condo-dwelling bovines. Their claymation 
efforts earned themselves a platinum 
album. 

Even a year after breaking sales 
records and every rule in the rock n’ roll 
book, the band that made pork out of clay 
and turned it to gold still values clay and 
rubber more highly than guitars. “You just 
can't beat good latex,” grins Green Jelly 
frontman Bill Manspeaker. 

Manspeaker strolls through Ooz Jelly, 
the band's multi-million dollar, state-of- 
the-art digital video and audio production 
facility on Sunset Boulevard in Holly- 
wood. Once owned by the late guitarist 
Frank Zappa, the building and its street- 
side walls are decorated with paintings 
of the group's stage personas: Marshall 
Staxx, Sadistica, Pihata Hed, the Cow- 
god and Shitman. It looks less like a wall 
and more like a thirty-foot, stucco comic 

Strip. 

The production studio inside is like 

a giant playhouse for this eleven person 
group. There's a stop-motion animation 
room that brings life to clay and plastic 
creatures, a sound stage, a digital edit- 
ing bay and a 3D computer graphics 
and animation room. 

“Anything we can think up, we can 
bring to life," boasts Manspeaker. 
Everything the band produces, be it 
characters, costumes, videos, set 
designs, computer animation or stop- 
motion photography, is handled by the 
multi-talented Jellys themselves. 
“Everyone does four or five different 
things. One day you'll be a Cowgod, 
the next day you'll be a bass play- 
e€r—or a carpenter, camera operator 
or set designer.” 

Every room in this rock n’ roll 
labyrinth is buzzing with a project. 
Festooned with all sorts of rock, 


Green Jelly’ $ new high-tech multimedia studio. 
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movie and cartoon memo- 
rabilia, Ooz Jelly is like Toys 
“R" Us for twisted adults: 
framed and autographed 
Hanna-Barbera animation 
cells, an original Frank 
Kozik Racer X print, Alien 
models, piles of comic 
books, cartoon furniture, 
toy ray guns, Flintstones 
chess sets, fan mail and art- 
work, GWAR posters and 
platinum records. “There 
are days when | don’t even 
want to leave this place, it's 
SO much fun,” says 
Manspeaker, playing with a 
rubber monster model. 

Currently in production 
at Ooz Jelly is a long-form 
video which will tell the sto- 
ry behind the band’s new 
album, 333. Evil new Green 
Jelly foes like Orange 
Krunch, T.O.A.H. (pro- 
nounced “Toe"), Moronic 
Dictator and Karkuss are 
being created for the home 
video and a late 1994 road 
show. In addition to the 
album and video, Green Jel- 
ly's heroes and villains are 
the subject of an upcoming 
DC comic book series. The 
band also supplied the song 
“Carnage Rules" for 
Acclaim's new SNES and 
Genesis video game, Spi- 
der-Man & Venom: Maxi- 
mum Carnage. There's 
even a project to develop 
and produce a television 
pilot for MTV. 

“To think this all started 
with three little pigs,” 
cracks Manspeaker. “I still 
can't believe it sometimes.” 


FLUX: How did your music 
end up on the Maximum 
Carnage video game? 

BILL MANSPEAKER: Marve! 
Comics was going to make 
a TV commercial for the 
game, and they asked a 
friend of ours, who hap- 
pened to be working on the 
commercial, if he knew of 
any bands that could do the 
music for it. He suggested 
Green Jelly, so we made 
this really cool soundtrack 
for the commercial. Marvel 
loved it and asked us if we 
_ CONTINUED ON PAGE 97 
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a ES ae t=: 1 ed Danny Boy O'Connor on 


unk rock, hip hop politics and the problems of 
being Irish gangsta rappers. 


lt was the summer of ‘92. 
Hip hop was feenin for something new: 
something fiesh and different to take 
the place of the mediocre lyrics and 
ging the airwaves. Enter House Of 


Pain, a New tap giOup fiom the west 
coast who gave hip hop the kick in 
the ass itso despetately needed. 


——————————————— 

Pain's music was hard, it had integrity, 
and it had a hint of political and cultural 
consciousness—tt was, in essence, rap atits ff He had this solo 
finest. Imagine the public's surprise when ff project with Ice-T, 
the first House Of Pain video, “Jump ff but that kind of \W 
Around,” splashed all over MTV and ff fell through. Ever- Wi 

revealed the group to consist of two ff last was doing his 
white Irish boys—Eric “Everlast” ff album, and Ice had 
Schrody and Danny Boy ff so many other artists \j 
O'Conner—from around the way inff at that time—it was | 
L.A.'s San Fernando Valley. mayhem trying to get 
Everlast, as evidenced by his days f something out. After 
of being down with Ice-T & The J high school got out | \4 
Rhyme Syndicate, had a serious f started putting this & 
knack for rocking the mic. After ff group together, and | was 
shedding his pretty boy image and ff the singer. Everlast used to 
hooking up with Danny Boy, a for- ff drop by and he'd be rap- 
mer punk rock singer, Everlast and ff ping over our stuff and screwing around 
crew decided to take hip hop to ff with lyrics and it just started happening. The 
another level with songs that ff next thing you know, it was like, “Yeah, we 
hailed heroic Irish leaders and ff can do this!" 
patriots. This refreshingly atyp- ff FLUX: Describe House Of Pain's sound. 
ical approach won House Of ff DANNY BOY: It's hard to describe, really. It's like 
Pain worldwide props. a demo tape sound. I've always liked that—the 

Now it’s the summer of ff way B-side songs sound. It just seems that with 

‘94. Just two years after their ff a B-side you can take more risks. The single “Jump 
















































sizzling debut, Danny 
Boy and Everlast have 
returned with a ferocious 
new album entitled Same 
As It Ever Was (Tommy 
Boy). FLUX recently caught 
up with Danny Boy to dis- 
cuss the group's sophomore 
effort, the future of hip hop, 
and the prejudices against 
white Irish rappers. 



























Around,” from our first album, was the demo version 
straight from [Cypress Hill producer] Muggs' garage. 
We didn't even worry about redoing it for the album. 
Record companies think if you put something out it 
has to represent everything you're about, but it really 
can't. We go in and write what's on our mind at the 
time and leave it alone. A lot of times I'll go back 
and listen to it and be like, “What was | thinking?" 
FLUX: | understand you were once really into 
punk music. 

DANNY BOY: Yeah, in high school | listened 
to groups like Ill Repute, Bad Religion, and a 
lot of local L.A. bands like Excel, Beowolf and 
Suicidal Tendencies. I've always been into 
music that was harder. 

FLUX: In some ways, punk 

is similar to hip hop—both 
are music of resistance. 
DANNY BOY: Imagine 
being white in ‘82 or ‘83 
and listening to hip 
hop—it was the same 
thing as me listening to 
punk ten years ago. 
FLUX: One of the unusual 
‘AJ things about the band is, 
rather than coming out as 
white boys singing about 
kay black issues, like Vanilla 
mice or Young Black 
y Teenagers, you came out 
with the whole pro-lrish 
ul vibe. 
DANNY BOY: Back in the day, 

I'd be like one of the only white 
kids at the jams. Then Public 
Enemy, which | think is one of 
the most important hip hop 
groups ever, came out and 
set off a whole bandwagon 
of people trying to be like 
them, and taking it even 





FLUX: Danny Boy, kick a little 
history on House Of Pain. 
DANNY BOY: aug 

Me and Ever- |} 
last went to 
school together. 
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farther. All of a sudden, it wasn't cool for me to be at those jams—I was 
now the devil. So, for us, the Irish thing is just a backdrop to who we are 
and where we're from, and a way of showing that we're not trying to 


be anything that we aren't. 


FLUX: Being white, is it difficult to be considered legit in the rap world? 
You must deal with a lot of criticism and judgment. 

DANNY BOY: You can't control it. You've just got to accept that every- 
thing you're doing is to your satisfaction and your standards. People are 
gonna say what they want to say. The bottom line is that we work hard 
at what we do, and we do exactly what we think is right. If people don't 


like us for that, 
screw ‘em. | ain't 
got nothing to say. 
FLUX: As _ white 
boys in rap, what 
is House Of Pain's 
role in preserving 
hip hop culture? 
DANNY BOY: [Io 
Stay true. Trust 
me, we had plenty 
of opportunities 
to grow ‘do's or 
put on make-up. 
That's how peo- 
ple like Vanilla Ice 
blow up. And | 
also understand 
that not every- 
body can be 
hardcore, not 
everbody likes 
hardcore. 
There's got to 
be something to 
balance out the 
scale. Some- 
one's gotta do 
it, but it ain't us. 
For us, as long 
as we do what 
we feel is real, 
and not just to 
sell records, we 
be all right. 
What we set 
out to do is 
make solid hip 
hop, not no 
Top 40 shit. 
FLUX: How do 
you respond 
to the con- 
stant criticism 
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FLUX: Let's talk more about Same As /t Ever Was. 
Did you approach it differently than your first album? 
DANNY BOY: With this album we did the exact 
opposite from how we did the first album. | don’t 
think we have any “Jump Around"s on this album. | 
hope people don't get upset, but that was something 
we did two years ago. It was good for what it was, 
but we don't want to go through that again. 

FLUX: Who did most of the production? 

DANNY BOY: Lethal produced 80% of the album, Mug- 
gs did like two 
tracks, the Baka 
Boys did a track 
and Diamond D 
did a track called 
“Word Is Bond.” 
FLUX: Let's talk 
about the cur- 
rent state of hip 
hop. How does 
the new album 
fit into the 
scheme of 
things? 

DANNY BOY: 
The funny thing 
about rap is 
that, just when 
you think 
you've heard it 
all, someone 
will set it off 
again with 
something 
new. And 
that's the thing 
that Cypress 

Hill did that 
helped us get 

to where we 
needed to go. 

And that 

whole weed 

thing took off 
with Dr. Dre 
and The 

CHFOHIC. 

Nobody was 

talking about 

that. Public 

Enemy, Slick 

Rick, De La 

Soul, even 

the Beasties 








about Everlast’s change from clean cut poster 
boy to hip hop bad boy? 

DANNY BOY: At 17, Everlast was molded into 
what Warner Bros. wanted him to be. Nobody 
can say they wouldn't have done the same 
thing—at that age, in high school, making that 

a kind of money, what else can you do? | don't 

| make any excuses for what he did because | 
would've been wearing a pink tutu if they said 
they were gonna give me all that money. 











when they first came out had the same effect. Then there's always 
that two year period where there's no movement. Like right now 
there's no movement. People are waiting for that one big act to lead 
hip hop somewhere else. 

We were part of last year's thing and we're doing music for this 
year, but not at that capacity. | wouldn't want that—it's a horrible 
responsibility. | hope people just accept our new album for what it 
is—that they see the progression and that we stood fast. The second 

album is difficult because you gotta prove to people that you're worthy 
and not just a flash in the pan. And that's exactly what we did. 
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AD NAT ii. The coolest thing 
about the Star Wars trilogy was the Empire. 
Ah, those sterile Stormtroopers, with their 


gleaming white body armor and deadly 
blasters, the neat-as-a-pin officers eager for 
H a chance to be strangled by Darth Vader, 
and, of course, the Lord of the Sith himself, 
with that broken-respirator voice and hel- | p 
met which seemed to get shinier every Ry 
: film. They looked so fierce and acted with 
, such order and loyalty, and yet you knew 
- deep down that they were the scum of 
| the galaxy. 
‘ And all you ever wanted was to be 
: one of them, to help them crush the 
rebellion with one swift stroke—and 
now, with LucasArts’ TIE Fighter for the 
PC, you can. Hot on the heels of last 
year's smash hit X-Wing, TIE Fighter 
gives Imperial Navy pilot wanna-bes 
the chance to fly some of the best 
starfighters ever to dock with a Super [i 
Star Destroyer, including TIE Fighters, |i 
T\E Bombers, TIE Interceptors, plus all- 
new TIE Advanced fighters and TIE 
Defenders. 
Graphics have been vastly 
improved over X-Wing, and sampled 
sounds direct from the films help put 
you right in the cockpit. You'll fly 
plenty of training missions in each 
fighter, and the computer gives you 
valuable hints along the way. You'll 


su 


PC GAMERS GET READY 10 CRUSH 
RESTORE ORDER TO 












need 'em to stop those pesky 
rebels from escaping Hoth, 
help break up pirate rings in 
Pakuuni and, if you prove your 
worth to the Empire, rescue the 
_ \ kidnapped Emperor. 
VIEWS FROM Tired of being mocked by hot- 











eam THE COCKPIT ‘ shot Rebel pilots? Sick of hearing 
OF A TIE FIGHTER. ) m Luke whine about every little Jedi tri- 
; YOU'RE THE EMPIRE j ny | al and tribulation? Look—there's an 


NOW. STRIKE BACK. A-Wing in your sights. Nail him! 
4 | Yeah, the Dark Side is the place to be. 
—DAN AMRICH 








Last night | 
had a dream. 
A great beast 


Last night | 
had a dream. | 
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by Kenneth Li 


lettering by Kevin Henson 


sn a can of Krylon and 
go bombing with TC-5, 
New York’s Most Notorious 



















Graffiti Crew 


“If you get caught bombing in the wrong neighborhood,” Juice warns, “you'll be in jail for a whole week.” 
































and New {spray paint and a ladder. Tonight's project: 
York's most hardcore graffiti crew ] finishing touches on a tribute mural for a 


gunned-down friend. 

Juice and Doze, veteran graffiti artists 
and co-leaders of the TC-5, one of the 
oldest, largest and most notorious 
graffiti crews in New York City, over- 
see the project. “Take the white and 
outline what you're doing," booms 
Doze, the resident aerosol tech. The 
nervous teen perched atop the rick- 
ety ladder, one of the younger artists 
lucky enough to contribute, quickly 
does what he's told. 

“To be down with the five, you 
don't have to burn, [meaning to 
do the best piece on a wall] and 
you don't even have to be good 
at piecing [standard graffiti art]," 
confides Juice. “You just gotta 
have heart.” 

Since first gettin’ together in 
1969, TC-5—known to insiders 
as The Crazy 5—has been 
“burning” up the New York City 
scene, America's _ birthing 
ground of graffiti. Together 
with a host of other crews over 



















the past, either a hobby or 
pointless vandalism. 

Walls and the sides of 
buildings are the canvas of 
choice for today's graffiti 
artists, but a generation 
ago, their sprawling images 
mainly covered the exteriors 
of subway cars, in the form 
of top-to-bottom paintings 
known as “burners.” 

“For the outsides, we used 
Strictly Rusto [Rusto/eum] 
and Krylon paint,” says Doze. 
“Rusto in the spring and sum- 
mer and Krylon for the winter. 
It has a better consistency for 
cold weather. 

“For the insides, we used to 
make our own ink out of 
kerosene, Speed Ball screen- 
printing inks, a little alcohol, 
some spot remover and some 
black starter ink used for rubber 
stamps," Doze reminisces. “We 
called it ‘Incredi-Ink' because you 
couldn't even think about buffing 
[removing] it. lt would go through 
the buff and our shit would still be 
up. Cleaners had to knock out the 
windows to. get our work off.” 
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Photos by Jez Smith 


has convened at the fenced-off, con- 
crete yard of Public School 97. There 
are 12 guys in all, some of them aerosol 
artists, others just hanging out, swig- | the course of three decades, 
ging 40's and toking fat blunts. The | TC-5 has forged a full-fledged 
crew. waits for the arrival of the Krylon }| art form from what was, in 
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Explore alien planets in 10 
different levels of play. 


Full 360 degree playfield rotation. 


Sizzling and sinister techno 
soundtrack! 
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The hottest ti 


ps, tricks 


and Secret Codes for 10 of the 


rock ‘n’ roll racing 
(Interplay, SNES/Genesis) 

1. On Division B of every planet (the first division), load up 
on missiles, engines and armor. But on Division A, don't spend 
any money. Keep winning races and saving cash so you can 
buy a new, faster car on the first race of the next planet. 
2. (SNES) Wanna find a Lost Viking? At the player selection 
screen, hold down L, R and Select as you scroll through the 
characters. He'll pop up right between Tarquinn and Snake, 
. and he's got better attributes than any other driver. 
3. (SNES) Go to Hell! Hold down L, R and Select as you 
scroll through the planets in “Vs. Mode,” and the final 
planet, Inferno, should appear as one of your selections. 
4. (SNES) To hear all of Larry “Supermouth" Huffman's 
comments, go to the options menu and scroll down to 
“Larry On." Press the L and R buttons to scroll through his 
sound bites. To make Larry say a sentence, press Select. 
He'll say “Snake" followed by the last tested phrase. 
5. Race to win. Sending a rocket up someone's tailpipe sure 
is fun, but if you miss, you're in second—and you'll have 
just missed making an extra $3,000. 
6. Don't be in a rush to get to the front at the start of a 
race; the first few yards are a firefight, and it's best if you 
start slow and stick to the back of the pack. This way, you 
can watch the other drivers blow each other away, and 
within a lap, you'll be in first by process of elimination. 
7. Use physics to your advantage: hit Turbo on your way 
out of a turn for maximum acceleration. 
8. (SNES) For tighter turns, use both the D-pad and the L 
& R buttons in conjunction. 
9. On the last lap of the race, let all your weapons 
fly—especially any mines that could snag trailing opponents. 
10. Since some tracks feature alternate routes or inter- 
sections, it's very easy to get lost by taking a wrong turn. 
Just because you can turn doesn't mean you should. If 
in doubt, always go straight. 





doom 

(id Software, IBM PC) 
1. Never charge into an area blindly; stick your head 
through a doorway and quickly retreat, ready to blast 
anything that might follow you out. You'll hear your ene- 
my growl _ if 
they've spotted 
you, and you can 
prepare yourself 
for the attack. 
2. Try to go where 
you don’t think you 
can go—always 
check all walls for 
secret doors. They're often subtly marked with a light or a 
slightly different pattern on the wall. 
3. Those enemy fireballs getting you down? At any point 
in the game, type IDDGD; it'll access God Mode, and 
you'll be indestructible. 
4. Similarly, IDKFA gives you a full complement of ammo 
and weaponry. 
S. If you can't find all the keys to a level, type in IDSPIS- 
POPD to walk through walls. 
6. To find the chain saw in Episode One (“Knee Deep In 
The Dead”), find the switch on the column surrounded by 
acid in the Nuclear Plant. That will open a door to a dimly- 
lit catacomb area. Find the piece of wall on the west side 
of the maze that doesn’t make the searching-for-secret- 
doors sound (it's the one right behind the green armor), and 
fire a few rounds into it. A passageway will appear, leading 
to a large tan room. Push the red button on the far wall to 
lower the central platform, and grab the saw. Go crazy. 
7. If you can't find it, type in the cheat code IDCHOP- 
PERS—the chain saw’s all yours. 
8. A low-tech tip: raise the contrast on your monitor to 
lighten the game's gloomy atmosphere. This will help you 
see more of your surroundings. 
9. Your enemies are tough, but stupid. If they accidentally 
shoot one of their own, they'll quickly forget about you and 
turn their firepower against each other. 
10. The final level of Inferno is deceptively simple. An entry 
tunnel empties into a main cavern, which contains nasties 
like a Baron of Hell in the upper left and a handful of 
Cacodemons in the upper right. Don't waste your time with 
them. To the immediate right is the final boss, a giant metal 
spider-like creature. Peek around the corner of the entry 
tunnel and aim your plasma rifle down the tunnel. The boss 
is toast, in seconds flat, and you win. 





most popular SNES. Genesis, PC 
and arcade SaMes. 





(T7H Increase your offensive 
drive by pressing R five times, L and R. 


fifa international soccer robocop vs.terminator 
(EA Sports, SNES/Genesis/Sega CD) (Virgin, Genesis) [all codes are Genesis only] 

4. (SNES) Super Kick: At the opening Game Options 4. Press pause and enter C, B, A, B, B, A, B, B, C, B, B, C, C, 

screen, enter B, A, then B eight times to increase your B, B,C, B, C, A, C, C, A, A, A, B, B, B, A, C, A. This activates 
the original ultraviolent version of the game that Sega turned 

down—complete with screaming female enemies, flaming 

skeletons and tons 0’ blood. 

2. Jump and walk faster in Turbocop mode. To access it, 

pause the game and enter A, B, C, C, B, A, C, B, A, C, B, A, 

4, A, CA, C, 6,0, A, €, A, C,A,8, C, B. 

3. 54 lives can be yours by pausing the game and hitting C, 

C,A, A, B, B, C, C, A, A, B, B. If you do it right, you'll see a 

secret screen featuring programmer John Botti. 

4. For 100 lives, enter NRLB-TAC8 on your Genesis Game Genie. 

5. For immortality, enter the Turbocop code, then go all the 

way to the left of the screen on level one. Hit Up and C, and 

the screen will display a photo of the “M.1.T. Network." 





entire team's kicking power by 25%. You're now immune to enemy fire 

2. (SNES) Super Offense: Increase your offensive drive by 6. Need a full stash of weapons? During the game, pause 
pressing R five times, L and R. and B, A, C, C, C, A, B, B, A, C, C, C, A, B. Then, unpause, 
3. (SNES) Super Defense: Ditto on the defense with the — and hold Down, A, B and C all at once. The weapons icons 
opposite of that code—L five times, then R and L. will shuffle at the top of the screen; let go of the buttons when 
4. (SNES) Super Goalie: For an unbeatable netminder, your favorite weapon appears. 

enter A five times then Y five times. 7. Press pause and enter A, B, C, C, C, B, Aat any time. Push 


5. (SNES) Invisible Walls: By entering Y, Y, Y, X, A, A, A, 
B, the game creates “invisible walls” around the field, so 
the ball never leaves play or heads into the stands. 

6. (SNES) Crazy Ball: X, A, B, Y, Y, B, A, X makes the ball 
wobble around and generally defy the laws of physics. 

7. (SNES) Crazy Curve Ball: Enter B, A, R, B, Y, L, and 
you'll be able to steer the ball while it’s in the air with 
the L and R buttons. 

8. (SNES) Dream Team: The ultimate code—enter A, A, 
B, B, Y, Y, X, X. Your team will be totally pumped up on 
offense, defense, speed, kicking and a slew of other 
attributes. 

9. (Genesis) To rack up some impressive-looking scores, 
enter the Game Genie codes RZZB-66XE and GBVA- Downand thenC, and you'll drop through the floor! Re-enter 
DAZY. Each player's goal is now worth a whopping 8 __ the code every time you wish to drop. 

points. 8. There's a secret level buried in level two. Halfway through 

10. (Genesis) For a consistent scoring method, control _ the level, you'll drop from a suspended wire to behind a build- 

the ball in the opponents’ penalty box (the chalk lines ing. Move around a bit and you'll hear Robo pick up some 
surrounding the goal) and wait to get tackled. You'll be | powerups; go all the way to the left of the building to enter 
rewarded with a penalty kick. When you kick (and this the secret OCP offices (which just happen to be crawling with 

also applies to regular game play), aim for the upper left = _T-101 exoskeletons). | 

of the goal (hold the pad diagonal up/left)—the goalie | 9. To make each Robocop head worth 8 extra lives, use the 
has a difficult time blocking there, and you'll score just | Game Genie code ACAV-VATR. 

about every time. 10. Game Genie code A4RB-TA20 gives you infinite continues. 


54 lives can be yours by pausing the 
game and nittimg(.C. . .B.B.C.C,. .B.B. 
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EY enlis entirely possible to force the 
guards o Shoot each other— make use of it 


alone in the dark 2 


(Interplay/Infogrames, PC) 
1. In the hedge maze, diamonds are a detective's best friend. 
2. It's entirely possible to force the guards to shoot each 
other—make use of it. It can save you lots of ammo and 
frustration. 
3. The living branches in the hedge maze can be pruned 
with the sword-stick. Remember to keep backing up as you 
fight, though, or they'll grab you. 
4. The hedge maze statue isn't picture-perfect...but it 
should be. Make sure you've got the grappling hook and 
rope to fix it. 
5. Striker's corpse won't help you unlock the large metal 
door in the underground cavern, but some newspaper, a 
pipe cleaner and a little clever thinking might. 
6. The waiter will warn you to stay off the dark squares 
in the main hallway, but due to the odd perspective, it 
might take you a few tries to get it right. From a standing 
position, Carnby always starts walking with his right foot: 
make sure you're positioned correctly. 
7. The guards making merry in the room adjacent to the 
kitchen don't have to be taken care of right away; wait 
until you visit the attic and defeat the white gymnast. 
He'll give you a holiday gift to throw down the chimney. 
8. If you can't pick up the amulet, you haven't done 
everything in the house you need to do. Make sure to 
play the pipe organ twice. 
9. As Grace, feed seeds to the parrot to acquire some juicy- 
info. Then leave the parrot's room and head to the left. 
You'll find a small dark space where you can hide from the 
pirate. Let him pass, then run to the ladder at the other end 
of the hall. 


10. The captain's staff will come in handy when dis- 
pelling the evil force field around the pipe organ. But 
before you can do that, you'll need to change the walk- 
ing stick into a magic wand, of sorts... 





bloodstorm 


(Strata, arcade) 
1. Five hits in a row will leave your opponent stunned. 
Combos are the key! 





2. On any background, win two matches in a row without 
hitting Block to fight the invisible secret character Shadow. 
3. To fight the secret character Craniac, hold down Block 
and press Up three times on the Black Armada background. 
You'll jump back to the platform in the background. Push 
Up to return to the regular playfield. Do this two more times 
and watch for Craniac to arrive in the background, then 
quickly jump to the rear platform again to fight him. 

4. Press Up, Up, Up, Block after winning a match on the 
Scorch HQ background to fight Wraith. The machine will 
display “Wraith Found" and you'll battle him in the 
Southern Abyss. 

5. Another secret character, Blood, appears when you win 
the first round of any match flawlessly. After the match is 
over, Blood will explode from your fallen enemy's corpse. 
6. To perform the ultra-bloody, leg-ripping Sunder move 
for Hellhound, Freon and Fallout, press Down, 
Down/Away, Away and Front Arm. 

7. To keep the violence fresh and lively, try uppercutting 
your stunned opponent into the fans in Cyberia, or throw 
‘em into the horns of Polaria as a finishing move, 

8. A cool 4-hit combo for Fallout: Down + Back Arm, quick 
Back Leg, Toward + Front Leg, then throw your gauntlet. 
9. Tempest’s Death Move, the Exorcism, is Down, 
Down/Toward, Toward and Back Leg. 

10. After a victory, you can enter a joystick/button 
sequence and access secret messages. For instance, enter- 
ing Up, Down, Up, Down, Up, Down, Up, Down and Block 
gives you the game's version number, while two Rights and 
Block makes the machine invite you to “Pucker Up Your 
Cheeks And Blow." 


Eero aWin two matches ina row without 


hitting Block to fight the invisible secret character Shadow. 








Redirect poWer from 
the engines rather than Cutting the throttle. 


tie fighter 
(LucasArts, PC) 

4. If you can disable an enemy ship, it can't fire at you—and 
that's good enough for now. Take care of other live targets 
in the area, then go back and finish off the half-dead ones. 
2. Remember, you're not out there alone—talk to your wing- 
men with the Shift key commands (especially Shift-A, “Attack 
Target") and have them do some of your dirty work. 
3. Flying into a head-on battle in a shieldless TIE Fighter 
isn't the smartest thing to do. Attack enemy craft from 
another angle instead. 
4. Accurate shooting is rewarded with point bonuses, and 
poor accuracy earns you a penalty. Don't fire randomly just 
to hear the sound effects. 
5. The Emperor doesn't like wussies. If you call for reinforce- 
ments on any mission, expect to be docked 5,000 points. 
Also, if you play the game with Invulnerability or Unlimited 
Ammo options, your score will be severely reduced. 
6. A common sense tactic: if you're attacking a capital ship 
in a fighter without (or with no remaining) missiles, aim for 
its guns before trying to take out the whole ship. 
7. Alternate between lasers and missiles whenever possi- 
ble—this way, your lasers will have time to recharge and 
you'll never be without an offensive weapon...well, at least 
until you run out of missiles. 
8. As in X-Wing and Wing Commander, don't let a small fight- 
er lead you too close to its freighter. You don't want the guns 





of a speedy fighter and an entire mothership coming at you. 
9. In cases where you need to slow down (like escort 
missions or slow-moving targets), redirect power from 
the engines rather than cutting the throttle. This way, 
your speed is reduced and your shields and cannons can 
use the leftover energy to recharge faster. 

10. 7/E Fighter has a camera feature—use it. Film your mis- 
sions and analyze your movements later; it's the best way 
to steadily improve over time. 





Gara a Don taccelerate he 
urns, oryoulfly right past t 


stunt race fx 
(Nintendo, SNES) 
4. Each car has its own attributes that make it worthwhile, 
so experiment with them all (not just the F-Type) to learn 
their nuances and master the game. 





2. Just like in Rock ‘N' Roll Racing, using the L and R but- 
tons as you enter a curve will keep you from skidding into 
the outside wall and keep your turns nice and sharp. It's 
tricky to get the hang of steering this way, but it pays off. 
3. At the beginning of the Speed Trax bonus course, decide 
which goal you want to achieve: extra time (achieved by 
going through the gates) or an extra car (head straight for 
the finish line and don't look back!). 

4. Of the three viewpoints, the overhead view is easiest. 
It gives you a larger view of the track, and therefore more 
time to plan for the course ahead. 

5. At the starting line, don't hit Boost until you've got your 
tires rolling. A burnout on the starting line isn't what you 
want—it will cost you some time. 

6. The 4WD is far and away the best choice for the Stunt 
Trax. The other vehicles are lighter and just can’t take the 
track's abuse, and they break apart too easily. 

7. The 18-wheeler on the bonus tracks is a handling night- 
mare. Go too fast and you'll find it impossible to steer 
through all the gates. Find a balance between speed and 
control for max points. 

8. You don’t have to hit the red repair and blue boost 
gems head-on. Tag them with the corner of your tire and 
you'll grab them. 

9. Simple but important: Don't accelerate going into turns, or 
you'll fly right past them. Let go of the gas just before you turn. 
10. During a jump, it's a good idea to aim the nose of your 
vehicle in the air by pressing Up or Down. If you are prop- 
erly angled to the pavement when you land, your car will 
sustain little or no damage and zip along at top speed. 





emi. 


Era! start with all Jedi powers. 
press X,B.B.Y.X, . .X att the opening screen 


super empire strikes back 
(JVC, SNES) 

1. For a Debug mode, at the title screen, press A, B, Y, X, 
A,B, Y, X, A, B, A, B, Y, X, X, Y, A, B, Y, X on controller one. 
Vader's voice should respond with “Impressive.” Now, dur- 
ing the game, press the L and R buttons at the same time 
on controller two. When in Debug mode, you can change 
the stage, area, health, lives and weapon. Also, hitting Start 
on controller two during play instantly clears the stage! 
2. To start with all Jedi powers, press X, B, B, Y, X, A, A, 
X at the opening screen. 

3. Pressing X, Y, B, B, B, X, A, Y, Y, B, A, X, Y at the open- 
ing screen gives you 99 lives. 
4. For an unlimited supply of thermal detonators, enter A, 
X, B, X, X, A, Y at the title screen. 

5. There are multiple hidden areas above the Hoth caverns. 
Look for breaks in the ceiling overhead, then jump. You'll 
get sucked up into secret areas with hidden powerups. 
6. |n the asteroid field, a red dot on the radar means there's 
a TIE on your tail. Bank hard to one side, then swerve back 
to the original position. The TIE should be in front of you 
now, green on the radar and dead. meat in your sights. 
7. Here's a cool 1-up loop for the first level of Hoth. Head 
Luke and his Tauntaun for the large breakaway bridge. 
Fall into the pit underneath, and push to the left. You'll 
land on aseries of eight invisible platforms! They contain 
four 1-ups. The only way to get out is to die, but you've 
still gained three extra lives, and you can keep using this 
trick until you have 99 lives. 
8. Han's got a 1-up loop, too, in the Carbon Freezing 
Chamber. Jump into the large pit and onto the Freeze 
lamps. Use them as stairs to get down, jumping from lamp 
to lamp, until you hit bottom. To the right, you'll find a 
secret room with a web-like structure in the background. 
Shoot around it to find 1-ups, grenades, hearts and more. 
Jump off the ledge and die; you'll reappear just above the 
secret room and can do it all over again. 
9. To skip to the final battle with Darth Vader, enter A, X, B, 
A, Y, X, B, A, A, X, B, B, Y, X at the title screen, or use pass- 
word SWPMSS. And don't use your blaster against Darth 
Vader; just like in the movies, he'll deflect your shots and aim 
them back at you! 

10. Press the Y button 
four times at the opening 
screen; Vader will say 
“Impressive.” Now you 
can rotate the intro crawl 
screen with the L and R 
buttons. 








nba jam tournament edition 
(Midway, arcade) 

1. For maximum player power, hold Down and simulta- 

neously press Turbo, Pass, Shoot and Start at the 

“Tonight's Matchup” screen. 

2. Goal tending's not fair, but it is fun. To get away with it 

most of the time, hit any button 24 times at the “Tonight's 

Matchup” screen. 

3. What's better than Big Heads? HUGE Heads. At the 

“Tonight's Matchup” screen, hold the joystick Up, then 
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press and hold Turbo and Steal. Players’ heads will be, 
well, huge. 

4. For teeny-weeny players, hold Down/Right on the 
joystick and press the pattern Turbo, Shoot, Steal three 
times at “Tonight's Matchup.” 

5. Play as Knicks superstar center Patrick Ewing on any 
team available in NBA Jam by entering PAT AUG 05 at 
the initials screen. 

6. Likewise, the Seattle Supersonics’ high-flying, rim- 
rockin' Shawn Kemp can be played on any team by enter- 
ing KMP NOV 26. 

7. For Golden State Warrior and NBA Rookie of the Year 
Chris Webber, try WEB MAR 01. 

8. World Champion Houston Rocket (not to mention the 
NBA's Most Valuable Player) Hakeem “The Dream" Ola- 
juwon's initials are HAK JAN 21. 

9. Mortal Kombat designers Ed Boon (EJB FEB 22) and 
John Tobias (TOB AUG 24) are buried in here, too. Watch 
for the Raiden lightning that swirls around them through- 
out the game. 

10. Finally, play as those sexy cheerleaders! Designer 
Mark Turmell reports they were in the original arcade 
Jam, but very difficult to access. Now, it's easy: Kerri 
Hoskins is KER OCT 10, and Lorraine Olivia is LOR FEB 
20. Hubba, hubba. 


Cowes Play aS the cheerleaders! 


Kerri Hoskins is KER ocr 10, and Lorraine Olivia is Lor 20. 














So who do you pick? Bird? Retired. 
Barkley? Big mouth. Jordan? Baseball geek. 
Starks? ir ball. Notso easy, now, Is it? 

Luckily, these problems don thappen 
in comics. To put together a Dream Team 
of superheroes, there's only one rule to 
follow— you take the bestof the best, no 
matter how pathetic (or dead) they ve 
become in recent times. If you want Cap- 
lain merica, you ve gothim. No one-retires 
here. If you want the Blue Beetle (not that 
anybody would), he's all yours, dude. 

nd that's exactly what we ve done here. 


We've scoured our comic book collections ~ 


and assembled the biggest, baddest, rough- 
est and toughest group of super- 
heroes into one awesome Dream 
Team. So, without further ado, here 
is— Team Flux! 


team mascot 
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Mike Mignola's Hellboy 
character is just too coo] not 
to make the team. He com- 
bines the best attributes of. 
some of comicdom’s most 
popular characters—top; 
notch detective skills, a 
intimate knowledge of the 

supernatural and thee 
strength and balls to iti 
ass when necessary. He's 

held the title of “word's. 
greatest occult investipator — 

"for 50 years, an endinng 

career most of today’s 


characters would find dif- 
ficult to match. 


-ALLRIGHTS RESERVED. —_y 
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HELLBOY IS COPYRIGHT AND TRADEMARIK 
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Voidjis, in Many respects, 
quite possibly the miost impor- 
ec limerlsigsae ep ay site| Ve me 
and she'd bean invaluable 
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Reynolds=-wrapped i ice queen Is 
not only a powerful psi whose 
clairvoyant abilities enable her, 


VOID IS CA 


to predict the future (an impor- 


tant edge in combat), butsheis  ~ 
_also a teleporter the likes of 


which Nightcrawler has only 


seen in his wet dreams. She 
‘could take the whole team 
| wherever fas fetus when- — 
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‘Major ass inpa 
"ence and natu 
demeanor make him 


Before you ask, we're talking — 


Bruce Wayne here (none of this | 


“new Batman” Jean Paul Valley 


crap). The world’s greatest detec- 


tive and an incredible hand-to- 


hand combatant, the onpinal Dark 


Knight is always*calm, Cooly col- 
lected and ready, to kick some 

isis. HiS experi- 
rally imposing 
the only 
ler, jod if th 






choice for team [éi 
team needs an HQ— 
than the Bat Cave? cm 







Raw, unadulterated energy is 


_what Solar brings to Team Flux. 
He's virtually immortal and 
‘endowed with almost endless 
_ power. His scientific expertise is 


aiso a great asset to the 


team—but mainly he's the first 
line of defense against even the 
‘most powerful of villains, par- 
ticularly those on a cosmic level. 
There is one potential snag, 


however. As we learned in 
Deathmate, the good doctor's 


— chemistry with Void has explo- 
sive potential. Talk about mind- 


blowing mex! 


oS 25 


SOLAR IS COPYRIGHT AND TRADEMARK 1994 VALIANT COMICS. ALL RIGHTS RESERVED. 


team analyst 


Vision, a member of the 
Avengers, has that comput- 
er brain, capable of just 
about anything and percep- 
tive beyond all human con- 
ception. Factor in his natu- 
ral strength, and the ability 
to control the density of his 
body, and you have yet 
another = extraordinarily 
formidable foe, able to 
whup the majority of your 
super-powered degener- 
ates. 
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From underground punks to MIV favor 






THE MANY FACES OF DEXTER HOLLAND 








The | 
lttspring 


are punk rock's latest success 
story, and nobody could be 
more surprised than the band 
themselves. As their recent 
album, Smash (Epitaph), sells by 
the truckload, these four friends 
from high school continue to 
play it fast, loud and raw. 

The rebellious progeny from 
ultra-suburban Orange Coun- 
ty, California, the Offspring 
have been together for over a 
decade. They used to make 
fun of rock stars, but they 
know better than to laugh 
now. Their single, “Come Out 
And Play (Keep ‘Em Separat- 
ed),” has matured into a mon- 
ster hit, their album is quickly 
} | approaching platinum status, 
and it's safe to say that the 
Offspring have all the qualifi- 
cations for being larger-than- 
life rock stars—minus the arro- 
gant attitude. 

In arecent conversation with 
FLUX, Offspring singer and 
chief songwriter Dexter Hol- 
land revealed himself as a man 
clearly embarrassed by all the 


pk ELI EE 








since their inception. the OFFSPRING finally have a Smash. 


fuss, and shares with us his 
thoughts on fame, lighter fluid 


and his secret double life. 


Fi 


| FLUX: How does it feel to have 
a hit on your hands? 
DEXTER HOLLAND: We real- 
ly shy away from the whole 
success thing because that's 
not why we started this band. 
We were just playing punk 
rock, and doing it for years and 
years with no recognition. We 
did it because we loved the 
music and enjoyed what we 
were doing. Whatever hap- 
pens now is nice—it's 
great—but we try not to take 
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it too seriously. 


FLUX: Are you surprised at how 


popular you've gotten? 


HOLLAND: Oh, absolutely! When 
we recorded this album, our last one 
had sold maybe 15,000 copies, so 


the possibility of us getting played 
on the radio or anything like that 
was pretty much nonexistent. Espe- 
cially because this kind of music is 
not generally considered acceptable 
by the mainstream—so, for some- 
thing like this to happen, it really 


took us by surprise. 


FLUX: What do you think is unac- 


ceptable about the Offspring? 


HOLLAND: The fact that we don't 
play by the rules. We don't do the 


stuff that everyone wants us to do. 


We don't play the big shows for 


the big ticket prices. We don't do 
the long guitar leads and the big 
extended outros of the songs and 
say “thank you, good night!" 
after every show. We don't want 
to do that. This is punk 
rock—and punk rock has never 
been accepted. 
FLUX: That's part of its political 
element to punk music. Are your 
songs themselves socially con- 
scious as well? 
HOLLAND: I'd say they're more 
topical than straight political. 
But that's another thing that's 
good about punk rock. There's 
something in it that you can 
digest. It might not necessarily 
have a heavy message, but 
when you hear the lyrics, it 
makes you think a little. It 
addresses something that's rel- 
evant. 
FLUX: That's certainly the 
case with “Come Out And 
Play." What inspired you to 
write that song? 
HOLLAND: | was sick, stuck 
in bed for a whole week. | 
was trapped watching horri- 
ble daytime talk shows. One 
day Montel Williams had on 
these kids who said they had 
to bring guns to school to 
protect themselves. And | 
was thinking how ridiculous 
that was, and the more | 
thought about it, the more | 
realized that it would make 

a cool song. 

FLUX: Tell me about 


the song “Bad Habits,” 
which is about shooting at 
people who cut you off on 
the road. Has that song been 
an inspiration to anybody? 
HOLLAND: Oh, God, | hope 
not! We'll see what happens 
with it. On our last record, we 
did a song called “Burn It Up," 
which was about a pyromaniac. 
It was kind of silly, not serious at 
all, and we played this show and 
these kids showed up with this 
charred can of lighter fluid with 
“To the Offspring” written on it, 
and they said how they had 
burned something down for us. 


People will always take stuff too literally, 

but it just makes them look stupid because 
it's really obvious that's not what we mean. 
People like “Bad Habits" because it's a 


of getting a Ph.D. in microbiology at the Uni- 
versity of Southern California. True? 
HOLLAND: |'ve taken a leave of absence. 
Originally, this band was a side project, some- 
thing that was fun to do—but it’s turned into 
more than that. The important thing about 
this is not to let anyone write your ticket. Peo- 
ple in school look at me and say, “I can't 
believe you're in a band,” and the guys in the 
band say, “I can't believe you're in school.” 
You don't have to limit yourself to one thing 
or be different from anything you want to 
be. 
FLUX: Before Smash took off, was the Off- 
spring something you saw pretty much only 
as a hobby? 
HOLLAND: Yeah, definitely. It’s the only way 
we could have stayed together. If we had 
wanted to make it, we would have done 
something more mainstream in the first 
place. We did this because we were friends 
and we would be at each others’ houses on 


the weekend, drinking beer or some- 
thing—it was just a fun thing to do. 
FLUX: What does the band have 
planned for the future? 


release and they like the cussing. 

FLUX: Do you attribute any of the band's 
success to MTV exposure? 

HOLLAND: No. Most people don't realize 
that. We already had a strong fan base in the 
snowboard, skateboard and surfing crowd 
when this record came out. | really think that 
kids like us because of the whole album, not 
just the single. 
FLUX: Word has it that you're in the process 


HOLLAND: The way this band has 
always worked is by not thinking past 
our next show—take it one day at a 
time and see what happens. We 
don't know how far this is going to 
go. We could be history by the end 
of the year. People could be so sick 
of that “keep ‘em separated” line 
that they may hate us for the rest of 
eternity. Then I'd have to go back 
to school and avoid the public for 
the rest of my life. X 





THE SEQUEL TO JUN 


| New York has more terrorists | {Added firepower of next-generation} | First-ever fight-on-foot capabilities} | More levels than before including | 
| than rats. New transport chopper | jattack chopper guarantees invading] | with grenade launchers show the |} occupied Baja oil rigs. Good thing | 
1} and ground assault vehicle aid in terrorists will leave more than enemy they're gambling with you've got enough vicious weapons} 
massive exterminations. their hearts in San Francisco. their lives. Viva Las Vegas! to make the North Koreans jealous. | 

_ Urban Strike is a trademark of Electronic Arts. Sega and Genesis are trademarks of Sega Enterprises, Ltd. Visit your local retailer, or call 1-800-245-4525 to order from Electronic Arts. _ oe 


— SEGA _ This official seal is your assurance that this product meets with the high- 
sa ~~  @St Quality s Sega’. Buy games and accessories with this seal 
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Or something like that. However it goes, 
that catchy little refrain sticking in your melon 
belongs to “Fantastic Voyage,” the platinum jam 
(and ill vid) that came out of nowhere and blew 
across the MTV videowaves this summer with its 
sunny vibe and party attitude—not to mention 
its trunkload of big-butt honeys and a burly, 
afro-sportin’ fairy godmother. And it was all 
because of this deranged-looking character with 
gravity-defying braids named Coolio. 
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What do you COOLIO: First, it’s 
mean by the “closet?” a serious head rush. 
COOLIO: The closet is the Then you start coming 
place where you're hiding and. down, and about ten minutes 
doing things that you don't want later, it becomes a need. So, after 
people to know about. The reason __ that first hit, it's nothing but a desire 
why | decided to write something like for another hit. And another hit and 
that and put it on an album is that it was another hit and another hit. And you keep 
something | actually went through, and | going until you're broke or you pass out or 
was thinking maybe it could help some people you get some bad dope and bust your heart. 


who have the same problem | had. Maybe It's not life man, it's existence. Living is 
those people could get some inspiration. It's not when you can do more than just pay your bills; 
a save-the-world song, but it's maybe a save-a- you can go to the movies sometimes and do oth- 


er things. Existence is when you're barely 
making it. It's like being in another 
world. You isolate yourself, you don't 
want people to see you, you don't 
want your friends to know. | was 
hidin’ out, man. | was in the closet, 
for real. People would come over, 
and I'd look out the window to see 
who it was, and if it wasn't some- 

body coming with some dope, I'd 

pretend like | wasn't there. | did 

some crazy shit, and | don't ever 

want to go through that again. 

Never. For anybody that's doing it, 

you can stop if you have mind 
power. It's totally mental. 

FLUX: To shift gears a bit, let's talk 
about another song on the album, 
“Ugly Bitches.” 

COOLIO: “Ugly Bitches” is definitely 
all fun and all bullshit. There are ugly 
FLUX: How did you get clean? people in the world. And ugliness isn’t all 

COOLIO: One morning, after smoking all night physical. lf you got an ugly-ass attitude with 
and then kinda comin' down off the high, | walked past a pretty face, you still ugly. 
the mirror and saw myself. | was like, “Damn, is that FLUX: But the song is funnier when you think of it 
you?” | started talking to myself in the mirror, like, in terms of physical ugliness. 
“Man, you better get your shit together.” The next COOLIO: Yeah—| like to think of it that way, 
day, | hustled a couple-hundred bucks, bought too. [laughs] But | didn't write the song to 
me a damn plane ticket and got the hell outof disrespect women, man. | wrote it for fun. 
L.A. | went up to Northern California and, in FLUX: When people finish listening to /t 
like two days, got a job working at an air- Takes A Thief, what do you hope they'll 
port doing, of all things, pre-board think about Coolio? 
screening. [/aughs] COOLIO: That he’s real. That's it. 
FLUX: As a former drug That's all: want. It’s okay to be 
addict, can you describe yourself, and that's how | live 
what it feels like? my life—being myself. 


few-crackheads song. It was just some- 
thing | wanted to talk about. I’m not 
afraid to talk about it, and the more | 
talk about it, the better | feel. 
FLUX: Is it at all uncomfortable to be 
so honest about yourself on a record? 
COOLIO: About smoking? Hey, | 
was smoking cocaine. | was a crack- 
head. Well, maybe not a crack- 
head—crack wasn't out yet. But we 
were smokin’ base when it first 
came out, rock cocaine. We used to 
roll it in weed—we called it a “pre- 
mo.” | used to be at work, high as 
hell, and the only thought that was 
in my mind was when my break was 
gonna come so | could go smoke 
some more premo. Eventually | lost 
my job and | started doing shit to get 
it, man. It just changed my life, and it 
brought me down real bad. 
























MORTAL KOMBAT II 


Simply put, buying two cartridges and a CD 
of Mortal Kombat in an attempt to get the one 
true arcade version sucks. When it was 
announced that the same developers would be 
working on the home versions of MKI//, gamers 
were naturally more than a little skeptical. But 
fans fiercely loyal to either Sega or Nintendo 
shouldn't worry—programmers Sculptured and 
Probe seem to have learned from their past mis- 
takes, and prOLE Y versions of Mortal Kombat I 





from their chains, and Dan “Toasty!" Forden 


are pretty darned accurate to the coin-ops. 
MK purists will be thrilled to know that both 
versions feature levels of blood comparable to 
that of the coin-op. Arms spurt, heads roll, blood 
gushes (without secret codes, no less). No more 
arguing about what color the sweat is. Also, all a 
the Fatalities, Babalities and Friendships have é —_ ee > wi of 
made the transition intact—every finishing move , 
for every character is perfectly in place. Secret 
characters like Jade and Smoke peek out from 
the forest, Noob Saibot appears after 50 wins, 
Kano and Sonya still can't seem to break free 


sneaks in to help heat things up. 
Where the original MK carts failed (poor 
SNES control and lackluster Genesis graphics), 
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MkII succeeds. The 64 Genesis colors are bright, 
vibrant and—in all honesty—not that far off 
from those on the 256-color SNES. Liu Kang's 
intense orange fireballs, Kitana’s shimmering 
blue outfit and Cage's neon green projectiles will 
surprise most skeptics. 

The SNES version also atones for its previous 
sins. Hey, Nintendo owners—this blood's for you! 
Plus, with wicked-tight control, characters jump 
without hesitation and combos are pulled off 
without a hitch. (As a bonus, the SNES offers a 
hidden two-player Endurance option; at the 
Start/Options screen, hold L and R and press 
Start to access it.) As in the first MK cart, Genesis 
programmers were forced to leave out all but a 
handful of the speech soundbites; but the SNES 
offers sound that's faithful to the coin-op. Among 
the Nintendo-only samples are the round num- 
ber announcements, the fighters’ names, “Fatal- 
ity,” Raiden's yell, Shao Khan's “Superb” and 
many other little bits of sonic wallpaper. 

Granted, neither cart earns a flawless victo- 
ry, but discrepancies are mostly minor—like 
revised opening sequences or the lack of a pause 
button during actual Kombat. On the Genesis, 
gamers can uppercut with the Low Punch but- 
ton and Jade fights at the Portal instead of 
Goro's Lair; the SNES version suffers from slightly 
slower gameplay and a tiny lag between the 
“Fight!” announcement and actual brawling. 

Sound like nit-picking? It is. Even though 
the SNES version has some decided advan- 
tages over the Genesis, both carts fee/ the way 
Mortal Kombat I! is supposed to feel. They 
both look great and play even better. Some- 
where, a senator is crying. —DAN AMRICH 


EARTHWORM Jim 


Genesis (Playmates) 

BOINGGG! Since when did anybody make 
games this good, let alone newcomers like Play- 
mates and Shiny Entertainment? This game has 
all of the unit-selling oomph of the original Son- 
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ee EE. 
ic and Super Mario Bros., without the flaws of 
those two carts (limited replay value and a dorky 
on-screen hero, respectively). 

Unlike Sonic, you could play Earthworm 
Jim all day. In fact, you probably should. Why 
bother eating, studying, or socializing? Hell, 
sleeping will probably be off your list, anyway. 
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And Earthworm Jim is no dork. Sure, he's a 
worm, but he's a worm who kicks major ass. 
(And wouldn't you rather be a worm than a frig- 
gin’ plumber?) 

The gameplay is, basically, scrolling jump n’ 
shoot, with the difference being that the motion 
scrolls in all four directions—it's no left-to-right 
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sleepwalk—and our hero Jim is, well, a 
mutant worm. Which means he has 
legs, but also a prehensile head. And a gun. 
Jumping up near a rope bridge will allow you to 
grab it with your head, and then go hand-over- 
hand across it. Look for hook-and-pulley sys- 
tems that you can grab with your head, too; to 
propel your pulley across the tightrope, you 
have to fire your gun in the opposite direction 
of motion—action-reaction, that sort of thing. 





Oh, did | mention he has a gun? And a 
whip? Both of which he'll need. Because there 
are all kinds of weird and nasty critters out to 
cut him into fish bait, Jim has to be prepared. If 
you fire wildly on automatic, your gun's charge 
runs out quickly and regenerates slowly, but you 
can pick up spare ammo along the way; you can 
also grab atomic power pills to boost your flag- 
ging health, which starts at 100 per cent and 
then drops as crows, junkyard dogs, and trash- 
can monsters stomp on you. 

Drawn in supremely whimsical cartoon 
style, with the kind of silky-smooth animation 
that you've seen before in, say, Sega's version 
of Disney's Aladdin, Earthworm Jim simply 
looks beautiful. Thigh-slapping cinemas (keep Jim 
in the same place too long and he jumps rope, or 
points his gun at himself and blows off his head, 
etc.) and backgrounds out of John Kricfalusi’s 
(Ren & Stimpy) “too wacky to use” file complete 
the graphic effect; terrific sampled sounds round 
out the presentation. And EWJ's control system 









is simple and intuitive—you'll figure it out in sec- 
onds, but it'll take a while to really rock out on it. 
But don't worry—you'll want to spend the 
time with this one. Don't bother to reshelve it 
after you're finished playing, because you'll be 
Slapping in the cart again in about an 
hour—that's the kind of game Jim is. Worms all 
over the world would give Earthworm Jim a 
thumbs up, if they had thumbs; since they 

don't, I'll do it for them. JIM RULES. 
—JEFF YANG 





Genesis (Electronic Arts) 

When it comes to military strategy shoot- 
'em-ups, there's no finer series than Electronic 
Arts’ Desert, Jungle, and now Urban Strike tril- 
ogy. Urban picks up where last year's Jungle 





Strike left off, only this time the action takes 
place in American territory. Once again, you're 


f at the controls of a heavily-armed attack heli- 


copter, and your job to thwart the advances of 
an international terrorist. Like its two predeces- 
sors, the game is divided into stages, each broken 
down into specific missions (rescuing hostages, 
taking out radar sights, leveling buildings, trans- 
porting cargo, etc.). It's a thinking-man’s military 
adventure cart that poses a great challenge to 
even the sharpest gamer, yet offers more than 
enough blow-everything-to-bits action to 





appease those with itchy trigger fingers. 
Pretty much the biggest quibble 
you can have with a game this good is that it’s 
basically the same thing the third time around. 
No improvements were made in the admitted- 
ly top-notch areas of graphics and control, 
and the sound, strangely enough, has taken a 
slight dip in quality. The only significant dif- 
ference between Urban and Jungle/Desert is 
the addition of ground missions, in which you 
become a foot soldier exploring corridors and 
wasting whatever needs to be eliminated. For 
these missions, the perspective of the game 
changes from the standard birds-eye to a 
close-up, just-above-ground view of the 
action. Bonus points for creativity aside, the 
problem is that this part of the game isn’t 
much fun. The controls are awkward, the 
graphics bland, and the tasks not particularly 
engaging. Plus, by switching to an entirely 
new perspective, you're no longer playing the 
game the way it was meant to be played. 
Urban Strike isn't as difficult as Jungle, nor 
is it as mentally challenging (figuring out what 
to do is a snap, especially for those familiar with 
the originals). Beyond that, it's basically more of 
the same—and, in this case, that’s a major plus. 
—ALEX RICO 


SNES (Electronic Arts) 
What do sports stars do in the off-season? 
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Michael Jordan plays baseball and golf. (What's 
next, hockey?) O.J. Simpson...studies law. And 
now, Shaquille O'Neal plays video 
games—from the inside. The 7'1" b-ball super- 
star left NBA Jam behind to create, and star in, 
Shaq Fu, EA's new 16-meg martial arts brawler. 
And, as you might expect when sports stars 
leave their team behind for fame and fortune, 
Shaq's lost some of his magic. 

Poor control makes characters seem to 
hesitate before jumping, and that split sec- 
ond often causes an immediate and painful 
death. Plus, the computer isn't the fairest of 
opponents; watch out for cheesy corner 
traps. And because the slick animation was 
achieved by shrinking the sprites, the result 
is a sadly diminutive appearance of the tow- 
ering slam-master. 

But if Shaq's magic’s been a bit dimmed, 
luckily those animaniacs at Delphine Software 
still have theirs. The same super-smooth graph- 
ics found on Delphine's Flashback give this 
game a visual edge over the pack of generic 
fighting titles. Delphine filmed Shaq and the 
cast of actors for over 40 hours to create...well, 
not FlashShaq, but something pretty darn close. 
Running at 30 frames per second, the eight 
characters’ fighting stances, special moves and 
diagonal jumps are amazingly fluid. 

Shaq Fu still deserves to be seen, and any 
fighting fan will enjoy giving it a try. Besides, 
how many other chances are you going to get 
to beat Shaquille O'Neal to a pulp? 

—BRIAN CARNEGIE 





SNES (Nintendo) 

Yes! Somebody at Nintendo finally figured 
out that we don't care about the realism of the 
RPM indicator or the amount of torque the car 
has—we just want to abuse some damn vehi- 
cles! Stunt Race FX cheerfully chucks all auto- 
motive logic way, way out the driver's side win- 











dow and leaves you racing house-sized monster 
trucks, teeny coupes and twitchy Formulas 
through hairpin racetracks, Road Run- 
ner-style desert canyons, flooded 

tunnels, nightmare city freeways, 
fields of sculptured ice and 
“Stunt Trax” like miniature 
golf courses in Hell. You 
can even race (hey, why 
not?) a lumbering, unre- 
sponsive 18-wheeler. With 
fluid movement (compli- 
ments of the FX chip), 
goofoid cartoon physics (blast 
the monster truck's horn and 
watch the cab fly clean off the 
wheels), and a complete disregard for 
why in God's name you would ever want 

to race a Formula car with eyes off a jump- 
ramp into a star-shaped balloon, this game is 
terrific for action and laughs and terrible as prac- 
tice for your driver's test. —CHRIS HUDAK 





Genesis (EA Sports) 
EA struck out big time last year with Tony 
La Russa Baseball for the Genesis. Now, the com- 
pany that wrote the book on 16-bit soccer, hock- 
ey and football takes another swing at the 
National Pastime. Unfortunately, EA's latest 
attempt at a baseball cart (succeeding MLBPA 














Baseball, Super Baseball 2020 and the original 
La Russa) is another big whiff. 
Compared to some of the bet- 

ter baseball carts that \ 













have surfaced recently, including Hardball ‘94 and 
ESPN Baseball Tonight, La Russa ‘95 has little 
going for it. And what few good qualities it does 
offer have all been done before, and better. The 
game play is jerky (not a smooth animation in 
sight), the graphics dull and the perspective way, 
way off (reaching base takes, like, two seconds, 
and the outfielders throw balls in high, rainbow- 
like arcs). Simple things like hitting the ball and 
controlling pitches can be overly difficult. It all adds 
up to one unrealistic—and unnecessary—baseball 
cart. Hit the showers, EA. —JOE RICHTER 














Genesis (BulletProof Software) 

Now, I'm going to preface this review with 
a comment: Sports carts can be realistic, and 
they can be fun; very few manage to score 
highly on both. Why? Because the mind-bog- 
gling complexity of any game more challenging 
than, say, shuffleboard means that a super- 
realistic” game tends to suffer from thick-rule- 
book-itis, dense gameplay, and incredibly con- 
fusing control systems. (In my book, anything 
with more button and pad combinations than 
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Defender should automatically get the gong.) 

On the other hand, “fun” sports sims that 
totally ignore realism have little appeal to hard- 
core fans. Blood and sweat should fly when a 
boxer delivers a hook to the chin. Sprinters 
should not be able to run 60 miles per hour, 
unless they've taken massive amounts of 
steroids. And baseball players should go on 
extended strikes when you impose a salary cap 
on your team of zillionaires. 

No, really, though. Realism, as any electro- 
sport fan will tell you, is important. So, how 
does one achieve a balance? Simple. Keep the 
realism in the gameplay, and forget about statis- 
tics and averages and crap like that—if it feels 
right and moves right and looks right, it is right. 

Michael Andretti feels right, moves right, 
and looks right. Racing fans will not be disap- 














pointed. You'll love the smooth controls and zip- 
py pace; it’s challenging to learn, and satisfying 
to master. Handle curves just right, or find your- 
self in spinout hell, and remember to watch your 
fuel meter or you'll run out before reaching the 
pit. All of this is fairly academic for a racing 
game, of course. What's different about 
Michael Andretti is that it offers non-racing fans 
a whole new way of enjoying a dumb sport, 
which | call Speedway of Doom. 

You see, MAR has one thing that most oth- 
er race sims don't: a reverse gear. It also allows 
full 360 rotation of your car (in fact, if you spin 
out, you may find yourself facing the wrong 
way) giving you the option of heading back- 
wards along the course—into oncoming traffic. 
This opens up two interesting possibilities, both 
of which kept me playing the cart for several 
hours: in Speedway of Doom: Psycho Driver, 
you take the course going in the opposite direc- 
tion and try to hit as many cars as possible. 
Unfortunately, /CC doesn't offer any crash 
effects other than a vague crunching noise. Still, 
it feels a lot like Death Race 2000, which can 
only be good. In Speedway of Doom 2: Reversal 
of Fortune, you shift into reverse, and try to take 
the entire course backwards—a near impossibil- 
ity despite the route-map in the upper left hand 
corner. It's harder to hit the other cars that way, 
but you pay a price, as they say, for innovation. 

However you enjoy it, /CC is worth a try. 
Just stay outta my way. —JEFF YANG 





Genesis (Accolade) 

With the rampant success of recent PC 
games like Wolfenstein 3D and DOOM, first-per- 
son 3D shooters have become all the rage. Zero 
Tolerance is the first such game to hit the Genesis, 
and all in all is a decent DOOM clone. The con- 
cept here is simple: explore a maze of corridors 
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and rooms and blast anything that moves. Along 
the way, you'll collect weapon upgrades and 
health power-ups and occasionally have to per- 
form certain small tasks like putting out fires in 
order to proceed. Oh yeah, and you'll have to 
avoid those pesky gunmen hiding around every 
corner, waiting for the chance to fill you with lead. 

While Zero Tolerance does an adequate job 
of recreating the thrill of exploring and the gra- 
tuitous violence of Wolfenstein 3D and DOOM, 
it seems to have forgotten what made those 
games so damn exciting (like searching for keys 
to unlock doors or flipping the right switch to 
overcome an obstacle). In Zero, you merely 
walk around, shoot things, pick up items and try 
not to get hit—that's about it. 

Still, the dizzying 3D feel of DOOM has been 
wonderfully recreated here, enhanced by some 
smooth scaling, swift controls and even a touch 
of light sourcing. The walls and surroundings lack 
graphic detail, but the fluid movement more than 
makes up for it. For those without a PC who have 
yet to experience DOOM, Zero Tolerance is a 
worthy 16-bit substitute. —ALEX RICO 
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SNES (Acclaim) 

The phrase “virtual reality” brings to mind 
images of big, clunky headsets, gloves with 
wires coming out of them and 3D glasses that 
would give little kids nightmares. Pretty much 
the last thing you'd think of is Bart Simpson. But 
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that hasn't stopped Acclaim from calling their 
latest Simpsons cash-in Virtual Bart; another 
case in which a hot cartoon character and a 
trendy catchphrase don't always add up. 

In VB, the spikey-yellow-haired trouble- 
maker gets involved in Martin's virtual reality 
experiment at the school science fair and must 
travel through six vastly different worlds in order 
to free himself from the computer system. But 
Virtual Bart is not what the title implies—it's 
merely a collection of mediocre mini-games that 
don't add up to a cohesive whole. 

For example, the Doomsday Bart scenario, 
featuring a post-meltdown Springfield, looks like 
a bad Road Rash clone with some minor Mode 
7 effects thrown in. Dino Bart wanders around 
the Jurassic era, mostly getting injured by other 
dinos (and his own modern stone-age family). 
Later, Baby Bart must swing between trees to 
catch an ice cream truck. In Virtual Class Picture, 
Bart attempts to lob tomatoes at his classmates. 
Pork Factory Pig Bart...oh, just forget it, it's 
pointless. And that's the key. None of these small 
contests are all that fun, interesting or even 
remotely connected, so why would anyone 
bother playing through all six to finish the game? 

Don't be fooled by the promising title; 
Virtual Bart is heavy on the Bart but way too 
light on the Virtual to justify its association 
with cutting-edge technology. This one's for 
Simpsons diehards only, and even they might 
want to think twice. —DAN AMRICH 








BUBSY II 


Genesis (Accolade) 

Move over, Sonic—Bubsy’s back. Yes, that 
egomaniacal, pants-less bobcat who threatened to 
take over the 16-bit platform gaming genre last 
year with Bubsy In: Claws Encounters Of The 
Furred Kind has returned for an all-new adventure. 

Like its predecessor, Bubsy //—at 15 levels 
with an endless assortment of secret areas—is 
one huge cart and a great challenge every step 
of the way. Graphically, the game shines with 
some of the best character animations in the 
biz (despite some lackluster backgrounds), 
and the controls are top notch. 

New additions include the option of 
selecting different areas to conquer, mini- 





games like “Frogapult" and “Armadillo 
Drop,” and a reusable hole which allows Bub- 
sy to quick-escape a particularly nasty level. 
Lucky Bubsy also now has weapons at his dis- 
posal, including a screen-clearing smart bomb 
and a Nerf Ballzooka, and he collects trading 
cards which can be used as currency in the Gift 
Shop. In all, there are enough new features to 
keep Bubsy I/ from being a mere rehash of the 
original—yet enough of the same to keep 
Bubsy purists from yowling. 

If you're sick of that little blue hedgehog 
and love Godzilla-sized, non-stop action plat- 
form games, do yourself a favor and give the 
bobcat a shot. —RICHARD DeLARATO 











TETRIS 2 
SNES (Nintendo) 

It's always hard to improve on a classic, but 
if there’s money to be made, people will try. 
Such is the case with Nintendo's Tetris 2, finally 
available for the SNES. It's a fine game, if some- 
what puzzling for all the wrong reasons. 

In essence, Tetris 2 is Tetris plus 
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Columns. Instead of clearing entire rows of 
bricks, players only need to line up three 
blocks of the same color (sickly pastel shades 
of pink, blue and yellow—how big is that 
SNES color palette again?). There's also a 
cool two-player split-screen variation on the 
standard game, and a Puzzle option, which 
is basically a string of Tetris trick shots: play- 
ers are given a scenario and must figure out 
how to remedy it in one or two clever moves 
with predetermined blocks. 

One of the joys of the original Tetris was 
that it was so easy to learn yet difficult to mas- 
ter. Tetris 2 is simply difficult to learn. There 
are many specific rules that involve arrow- 
filled blocks and flash blocks that aren't prop- 
erly explained in the manual; as a result, it 
takes a good hour of playing to understand 
why you're either losing or winning. 

Still, once you figure out how to play, 
Tetris 2 is, like the original, addictive and chal- 
lenging. And some form of Tetris on the SNES 
is better than none. —DAN AMRICH 
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Or don't play at all. 
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BALLZ 


Okay—polygons are all the rage, and Sega's 
Virtua Fighter has people lined up waiting to ooh 
and ahh while they beat each other to death. 
How do you cash in on the trend without forcing 
people to buy expensive new hardware? Well, 
that takes Ba//z. By choosing to assemble their 








fighters from spheres rather than polygons, PF 
Magic and Accolade were able to sidestep stan- 
dard technical limitations (no complex shading to 
worry about) and create a smoothly-animated, 
truly original fighting game for the Genesis. 


Each of the 16 characters and 
bosses—including a caveman, a rhino and a 
ballerina—boast over 15 moves, many of 
them cartoonish, from literally pounding your 
opponent into the ground to dealing out a 
really good spanking. Suffice it to say this is 
one game Capcom won't sue over—Bal/z 
bears almost no resemblance to the genre-set- 
ting Street Fighter series whatsoever. In an 
industry that constantly rides bandwagons, 
the addition of Ballz is quite refreshing. 

If the globular characters don't catch you off 
guard, the almost constantly rotating 3D arena 
will. This is no mere 2D side-by-side fight; char- 
acters jump all around the coliseum, continually 
scaling up and down in relation to their position 
in virtual space. Video screens surround the arena, 
flashing insults and advice amidst other random 
images. Seeing all this cool stuff happening at 
once on the lowly Genesis is downright surreal. 

On the other hand, the music blows and it 
can be difficult to distinguish between 
fighters—after all, they're made up of just balls. 
Still, the uniqueness of the game compensates for 
these minor flaws. At least until the real VF comes 
home with the Saturn, Ballz is sphere to stay. 


VAY 


Working Designs scored big last year with 
Lunar, the first decent RPG for the Sega CD. 
They unabashedly reincarnate Lunar's successful 
formula (wouldn't you?) in the new title VAY 
(rhymes with “lie"), and fans of the first 
game will want the second. It's another 
strong Japanese-converted role-player. 

This time around, gamers take up 








the mantle of Prince Sandor, who saw both his 
family brutally murdered and his bride kid- 
napped by invaders from the interstellar Danek 
Empire (bad day for ‘ol Sandor). Naturally, 
you've got to round up some friends and defeat 
the Daneks, but you'll need the Legendary 
Armor of Vay to do it. Your adventure will not 
be easy. 

The interface is just as comfortable as it was 
on Lunar, with the bonus of sharper and more 
detailed graphics. Battle sequences are now 
viewed from a head-on perspective, not side- 
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there are 12 minutes of quality Japanese anima- 
tion—with the mouths of the characters actu- 
ally in sync with the dialogue. Go figure. 
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sor. While the plots are different, the gameplay 
between the two games is essentially the 
Same—and, quite simply, that means more of a 
good thing. 


PAC MAN 2: THE 


NEW ADVENTURES 


Pac-Man machines aren't exactly common- 
place in today’s arcade scene. And those that do 
exist are generally considered “chick games,” suit- 
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able for planting a little sister or girlfriend at 
while you go and play a hairy-chested bout 
of Mortal Kombat IV: Attack of the Brain-sucking 
Freaks, or whatever. But what's gone at the ‘cades 
can have a second life at home, and Namco, the 
yellow quarter-hog's original creator, are attempt- 
ing to do just that. And so: The Pac is Bac. 

2Pac (as | started calling it) sure ain't an updat- 
ed version of Pac-Man. In fact, it’s not like anything 
you've ever seen. You might find it frustrating. 
You'll probably think it sucks. But at least you won't 
be able to write it off as just another cheapo game 
clone. The innovation here is that, unlike every oth- 
er video game ever invented, in 2Pac you don’t 
control the on screen character. It does what it 
wants; your job is to make it want to do what you 
want to do. Hold it—back up a sec. 

First off, 2Pac isn'ta maze game, it's a side- 
scroller, and more of a puzzle game than an 
actioner. As a result, it doesn't keep score, you 
can't jump, grab, or shoot, and about half the 
time you're playing you just sit there, completely 
at aloss as to how to prod the little yellow cretin 
into doing something worthwhile. 

Meanwhile, the controls—a “look” button, 
which allows you to try to get Pac-Man's atten- 
tion and a “slingshot” button, which lets you 
shoot a rock at whatever the cursor is hovering 
over—are awful; moving the cursor with the 


joypad is like steering a car with a blunt pole (try 
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playing Lethal Enforcers with the joypad and 
you'll know what | mean). But the reason why 
you'll probably think the game blows is this: it's 
not a game, it’s an interactive cartoon. If you 
ignore him entirely, Pac-Man will wander around 
on his own and eventually trip over something 
or step on a rake. Oh, joy. 

So: Would you enjoy watching a Pac-Man 
cartoon over and over? ‘Nuff said. Nice try, Nam- 
co. Quit screwing around with funky interfaces 
and make a game that’s fun to play. 


SCORCHING 


SEGA GIVEAWAY 


How many times have you wished that you could take your entire Genesis/Sega CD system with you 
to your grandmother's house out in the country? Or to a hotel on vacation? Or even make a simple 
Switch from one room in the house to another? Let's face it—your existing Genesis and Sega 6D 
units just aren't ideal for transport. We know, it’s a real problem—and here's the solution! 





Just enter FLUX’s awesome Scorching Sega Giveaway and you can win a Genesis CDX unit! This 
portable ih combines a Genesis, Sega CD and an audio CD player all in one sleek, compact 
oO more boring weekends at Granny’s.... 


package! 
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One grand prize winner will win a Sega Genesis CDX unit (a $400 retail value), plus a complete library of Sonic The 
Hedgehog Genesis and CD games (Sonic 1, 2, 3, Sonic Spinball, Sonic CD and Sonic & Knuckles [a $300 value])! 
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25 runner ups will each receive a copy of the sizzling new Genesis cartridge, Sonic & Knuckles! 
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3 runner ups will each receive an Arcade Pro dual-compatible joystick from STD Entertainment! 





RULES: For a chance to win these great prizes, just write your name and address on this coupon (or facsimile) and send it in. No purchase necessary. Winners will be notified by phone. The prize will be shipped as soon as possible. Chances of 
winning depend on the number of eligible entries. All employees of FLUX, Harris Publications, Ine, and Sega Of America are not eligible. FLUX is responsible for complying with all sweepstakes rules in the U.S, and New York State. Winners are 
ineligible to enter future sweepstakes in FLUX. The drawing will be held on November 31, 1994: all entries must be received by then, Only 1 entry per person. 
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DETACH AND SEND TO: FLUX 1115 BROADWAY, 8TH FL., NEW YORK, NY 10010 ATTN: SEGA GIVEAWAY 
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GRAVEDIGGAZ 


From the opening strains of the hip-hop tor- 
tured Funeral March on “Just When You 
Thought It Was Over,” you know that the 
Gravediggaz are comin’ with some ill shit. 
Delve deeper and you'll find that bandmem- 
bers Fruitkwan and the legendary DJ Prince 
Paul (both formerly of Stetsasonic) plus Too 
Poetic, and Wu-Tang Clan founder Prince 
Rakeem have created a veritable Necropolis 
of gothic hip-hop, a mausoleum of cryptic 
lyrical visions and nightmarish musical tracks. 

Prince Paul utilizes a mixture of thick 
funk, deep soul and flashes of eerie mid- 
Seventies horror film-styled ambiance to 
create a dense, haunting soundscape over 
which Fruitkwan, Too Poetic and Rakeem 
bust rhymes as though possessed by 
demonic forces. With song titles like “2 
Cups Of Blood” and “Rest In Peace," you 
might think the Gravediggaz are death- 
obsessed, but it's merely a tool to pull you 
in to where you can discover their music's 
deeper meaning. There's nowhere to run, 
there's nowhere to hide—so sit back, relax 
and open your mind as the Gravediggaz 
take you on a trip to the other side. 


PUBLIC ENEMY 


Chuck D doesn't preach. He merely kicks sci- 
ence on the social ills plaguing this coun- 
try—particularly as they pertain to people of 
color. After battling with a bad habit, Flavor 
exudes his maximum flav, showing and prov- 
ing that he's still got that much to share. And 
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longtime deejay Terminator X comes correct 
with battle ax beats meshed with musical licks 
and tricks that scream. That's right, the trio 
that turned the hip hop world on its ass with 
such ground-breaking albums as Fear Of A 
Black Planet and Apocalypse 91... The Enemy 
Strikes Black is back—and harder than ever. 
Muse Sick-N-Hour Mess Age is an ideal 
fifth addition to Public Enemy's backlog of 
fat albums. No “Terrordomes,” no “Bring 
Tha Noize,” and no “Don't Believe The 
Hype"’s here. But if you're ready for evolu- 
tion within the revolution, you're ready for 
this album. Check the noise and listen loud. 
You'll be surprised, and pleasantly so. 


CORROSION OF 
CONFORMITY 


The fourth full-length album from North 
Carolina's kings of punk/metal crossover is 
unquestionably the finest effort of their 
12-year career. Unfazed by some drastic 








personnel changes (singer Karl Agell and 
bassist Phil Swisher—who both appeared 
on 1991's Blind album—are out), guitarist 
Pepper Keenan doubles as lead vocalist, 
while original bassist Mike Dean returns 
from a seven-year absence. 

They've assembled a unique album 
that molds influences from Black Sabbath 





to Lynyrd Skynyrd to Blag Flag to create 
a Southern-fried, doom-laden hardcore 
sound. Keenan's vocals range from a 
resigned drawl to an eerie, mechanized 
scream that still manages to carry some 
of the catchiest hooks you'll ever hear in 
music this heavy. Songs like “Heaven's 
Not Overflowing,” “Seven Days," 
“Clean My Wounds" and the brutal 
instant classic “Broken Man" are all finely 
crafted tunes bristling with ultra-heavy 
riffs and powerhouse emotions. 
Ultimately, Deliverance is one of those 
rarities, an album that feels like a coherent, 
complete work. This is one disc iat deti- 
nitely delivers. YON KAYE 


AMORPHIS 


Tales From The Thousand Lakes (Relapse) 
Get this—here are five guys from Finland (a 
country not exactly known as a metal 
metropolis) who look like they're fresh out of 
high school, playing in a band that nobody's 
ever heard of, and they've just released an 
album that blows the doors off almost every 
new record out there. Shocking. 

You'll need a tolerance for something 
off-the-beaten-path to fully enjoy this 
band, but their combination of death metal 
vocals and guitar tones with super-catchy 
melodic riffs and eerie keyboards is so 
damned unique and fascinating that it's 
bound to become an instant favorite 





among death metalheads. 


SHOCKTAPUSS 


Meat Deacon (Bong Song Records) 
Following the trail blazed by Metallica 
comes Shocktapuss (are we running out of 
band names?). This trio filters their mar- 
riage of hard rock riffs through a metal 
sound ang garnishes with a touch of 


thrash. Their debut album, Meat Deacon, 


showcases their ability to “raise their fist 
and yell,” as Alice Cooper once said. But 
don't look much deeper: their songs, like 
“Destroyed” and “Rock Bottom,” confine 
themselves to typical metal themes (ya 
know, death, anger and the testosterone- 
fueled drive to conquer). However, if it's 
little more than head-bangin’ your han- 





kerin’ for, this disc is — sijieok to 
satisfy. DAVID CRIBLI 


BIG CHIEF 


Platinum Jive (Capitol) 

Seventies archeologists/parodists Big Chief 
have it figured out in a way the Beastie Boys 
never will. Forget about sampling bits and 
pieces from that wacky era; BC do whole 
songs in those wonderfully cheesy tremolo 
guitar effects, fuzz-toned bass, backward 
cymbal loops, synthesizers, Detroit horns, 
flutes, and whatever else they can throw 
into the melting pot. Not exactly Nostalgia 
Core, Platinum Jive stomps with its fair 
share of big hairy guitars and nose-thumb- 
ing grunge. Unpredictable as blotter acid 
and entertaining as any Superfly sequel, the 
joke is so dead on, some probably won't 
even get the punchline. 

Stoned grooves slide all over easy R&B 
bass one minute and then jump into metal 
mayhem the next. Jazz and punk sneak up 
just as unexpectedly. Not eclectic enough for 
you? Rap guy Schooly D pops up for a little 
smooth and synchopated rhyming: “Every- 
body talkin’ ‘bout they funk, but the shit just 
stink to me.” Deadpan campy, one of the 
funniest bits is a track called “Simply Barry," 
a send-up of ‘70s lovemonger Barry White. 
Not even K-Tel could serve up the entire 
bell-bottomed, fringe-wearin’, peace sign- 
wavin', platform-bootin’ decade as accu- 
rately as Platinum Jive. F GILBER 


SHUDDER TO THINK 


Pony Express Record (Epic) 

In this age of big, hairy riffs played by guys 
with big, hairy stones, it's almost too much 
to ask for some decent vocals. Really good 
singers are an endangered species, and | 
don't know why. Call me a sissy, but | think 
that a little of Helmet singer Page Hamil- 
ton's hollering goes a long way. 
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So | like Shudder To Think (D.C. scene 
veterans, Dischord luminaries, Fugazi 
pals), mostly because of singer Craig 
Wedren, whose weird expressiveness 
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ranks him among rock's all-time great war- 
blers, right up there with Soundgarden's 
Chris Cornell and Cheap Trick's Robin Zan- 
der. Wedren sometimes sounds operatic, 
sometimes vulnerable, sometimes psy- 
chotic. Imagine if Rob Halford was more 
of a nervous weasel, like that guy in the 
Violent Femmes. 

But Shudder's approach is quite brainy, 
automatically limiting their appeal. The gui- 
tar chords sometimes sound like music, and 
the beats flirt with solidity, but Shudder 
refuse to immediately gratify. Only a couple 
of tracks on Pony Express Record 
(“Gang Of $," “Earthquakes Come 
Home”) rock in any kind of tradi- 
tional sense, and, let's face it, there's 
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something to be said for tradition. 

| dig a challenge and all, but | kept 
wanting this record to force all my blood 
into my penis and make me drive way too 
fast. After a couple of bouts with it, | was 
intellectually stimulated and in desperate 
need of some AC/DC. 


OBITUARY 


As sheer catastrophic force goes, Obituary 
is right up there on the grand scale of 
destruction with natural disasters and bad- 
asses like Galactus. When they come 
around there's precious little you can do but 
assume the crash position and pray you 
escape unscathed. If their last album (The 
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End Complete) disappointed by just 
rehashing the glories of their first two 
albums, the Florida-based group has 
returned to lethal form with World Demise. 

Spearheading the assault is vocalist 
John Tardy, who unquestionably possesses 
the sickest, most corrosive voice in all of 
death metal. Tardy is the sound of horror 
personified—witness his terrifying crescen- 
do on “Final Thoughts” as he rises from 
some hellish depth to tear you limb from 
limb. All the while, the music behind him 
is no less threatening—with riffs as thick as 
Il-beams and twice as heavy. 

With a cleaner production and some 
minor additions to their sound, such as the 
occasional sample or the bass bombs 


dropped in “Splattered,” the band have 
returned to the dominant form that made 
their second album, Cause Of Death, such 
a momentous disc. And while the 
adrenaline of their assault ebbs towards the 
album's final moments, World Demise pro- 
vides enough delicious, malicious mayhem 
to make it an essential death metal listen. 


DREAM THEATER 


A darker, grungier Dream Theater? Not 
totally, but there's no hiding the weighty, de- 
tuned guitars and pummeling grooves at the 
heart of tracks like “The Mirror" and “Lie” 
from Awake, the New York progressive 
rockers’ second album. These songs are cer- 
tainly the heaviest in the band’s repertoire 
and mark a shift toward a more basic groove 
for these renowned lovers of musical intri- 
cacy. At the same time, however, the new 
album features the group's lightest track 
yet—the acoustic ballad “The Silent Man." 

But fear not, ye shred heads; the resi- 
dent kings of chops rock haven't wussed 
out. Awake offers plenty of the imposing 
musicianship that put Dream Theater's 
debut album Images And Words so close to 
your hearts in 1992. This time, though, the 
riffs on songs like “6:00” and “Erotomania" 
(a blistering instrumental) are not only stun- 


DREAMTHENTER. ® 





ningly dexterous, but plenty catchy too. And 
once again, John Petrucci proves he's one of 
the most talented guitar gods around. Com- 
bining the chops of a progressive player with 
the feel of a blues guy, he delivers solos that 
are at once technically stunning and melod- 
ically pleasing. Awake is a dream for sure. 


MIGHTY MIGHTY 
TONE 


The Mighty Mighty Bosstones improve 
with every record. This new batch of 12 
songs by the Boston frat-party band in 
the skinny ties and plaid jackets (shorts in 
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the summer) is their strongest to 
date, hands down. It must be the 
night-after-night gigging that 
keeps this mosh-friendly, eight- 
piece gang so tight. 

The Bosstones continue the 
Same rock-reggae-ska party 
started so many years ago by 
British bands like the Specials and 
Madness, but the Bosstones up the 
ante with a Nineties guitar crunch 
their forerunners never had. And this 
time around, singer Dicky Barrett's 
husky vocals are mixed loud enough 
that nearly every lyric is intelligible. 

The Bosstones’ songs might fall into a pre- 
dictable pattern—verses are sung over an easy 
reggae rhythm, then the band steps on the 
gas for the power-charged chorus—but that's 
a petty complaint for a band that, these days, 
sounds like no one else. 


QUEENSRYCHE 


Three years-plus is a heckuva long vaca- 
tion, especially coming off a triple platinum 
album (Empire) and a tour that all but 
turned your band into a household name. 
But Queensryche knew what they were 
doing. The Promised Land, which marks 
the band's ten-year anniversary, is a 
refreshing change from all that grunge- 








heavy noise we've been 
bombarded with in the last 
few years. 

Musically, | Queen- 
sryche are branching out, 
becoming more adventur- 
ous with their instrumenta- 
tion and arrangements—with- 
out sacrificing their solid Empire 
footing. Less hit-heavy than its jil- 
lion-selling predecessor, The 
Promised Land is nonetheless fertile 
with creative songwriting. Two new 
potential heirs to the “Silent Lucidity" 
throne are “Out Of Mind" and “Lady 
Jane": both have the Ryche earmarks of 
sweeping orchestrations swimming 


PROMISED LAND 


Kevin Henson 





beneath clear solos and emot- bs . 


ing hooks. 

Because of its cerebral intensity, it’s 
impossible not to be swept along in The 
Promised Land's rich, swirling currents. At 
times, things can get a bit too heady—but 
don't fight it. It’s a helluva ride that'll take 
you through many different moods and 
expose you to brave new worlds. 


SUGAR 


Easy listening it ain't. Sugar's second full- 
length album is a loud, turbulent tangle of 
aggressive melody and heartfelt emotion 
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that finds frontman Bob Mould doing what 
he does best. Since his early days in Husker 
Du, Mould has been melding punk, pop and 
vulnerability to create instantly captivating 
tunes that are slammable, hummable and 
thought-provoking. With File Under: Easy 
Listening, Sugar expands upon and polishes 
this formula, and the result is 40 minutes of 
sheer songcraft. Musically, much of the 
album is buoyant and uplifting, overflowing 
with punchy beats and buzzing guitars, but 
lyrically it concerns itself with confusion, pain 
and deceit. “I can't help you anymore/you 
can't hurt me anymore/don't care if you're 
upset/I'm trying to forget,” sings Mould in 
“| Can't Help You Anymore,” the record's 
catchiest tune. Even people who hate sing- 
along melodies will find themselves drawn 
to Sugar's bittersweet noise. 
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BODY COUNT 


The band that caused the massive stir with 
the controversial song “Cop Killer” (from its 
self-titled 1992 debut album) is back with 
more of its street-hard punk/metal. As 
you'd expect, Body Count's second album 
is filled with tales of urban violence 
and paints an uncompromisingly 
bleak portrait of existence. Lyrics 
like “Yo, f**k my landlord, I'm a 











step away from clearing this shotgun" 
(from “Necessary Evil”) are typical, and rap- 
per-turned-rocker Ice-T spews them out 
with his usual don’t-mess-with-me brava- 









do. Musically, this album's songs don't 
sound much different than those on the first 
album—fast punky grooves mixed with 
basic metal riffs, delivered in a crude-but- 
tight garage-band style. 

There's certainly plenty of energy here, 
and songs like “Killin' Floor” and “Masters 
Of Revenge” will surely ignite the mosh 
pits. Ultimately, though, this record is a 
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Count's debut. Ice-T may be 
one pissed-off dude, but after a while a 
guy who does nothing but scream in your 
face can really get on your nerves. 


DINOSAUR JR 


Here's 11 more songs in the key of J. J Mas- 
cis, the linchpin of Dinosaur Jr, plays guitars 
and drums this time around after parting 
ways with longtime timekeeper Murph. 

It's doubtful this Without A Sound 
will win J the recluse any new fans. He's 
still Neil Young Jr., offering up tasty gui- 
tar-laden grunge a bit more delicately 
than the Seattle bands. His solos are as 
precise as usual and his percussion is ade- 
quate, but the songs here fall short of his 
best work. By the third or fourth listen, 
you're still waiting for something to grab 
you by the balls. The rockers lack giddy- 
up and the ballads come off like rewrites 
from the America songbook. Could it be 
that Mascis is showing signs of creative 
fatigue? 

As for his lackluster—but identifi- 
able—singing, J still has his charm. Then 
again, so did Elmer Fudd. 
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CAPTAIN AMERICA THROWS CARNAGE RULES??? 


EAT PUMPKIN, 
WEBSLINGER! HIS MIGHTY SHIELD! 






GIVE ME LIBERTY OR 
GIVE ME CARNAGE™! 





VENOM" CLEANS UP 
CENTRAL PARK! THE LAW! 
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Dark Horse 
Written by Mark Verheiden, 
illustrated by Ron Randall 
Adapted from the upcoming Jean Claude 
Van Damme film by Verheiden, the cre- 
ator of the character and concepts, Time- 
cop stands on its own as a fun read. 
Something tells me the emphasis on kick- 
ing people in the face wasn't part of the 
original story, but that’s Hollywood. The 
plot is pretty recycled; hero agonizing over 
dead wife becomes over involved in job, 
ends up saving the day. (They should have 
called it Dirty Harry and the Time 
Machine.) But you can't deny that it 
works. Randall's art is crisp, and the story 

taut. Hey, it sold me on the movie. 





MANHUNTER is trademark and copyright 1994 DC Comics. All rights reserved. 





DC 
Written by Steven Grant, 
illustrated by Vince Giarrano 
Chase Lawler is a musician whose run-in 
with a creature called the Wild Huntsman 
has left him dramatically altered. Entan- 
gled in a web of evil as he attempts to 
save the life of the woman he 
loves, Lawler dons a costume at 
the suggestion of the very suspi- 
cious Dr. Malig, and takes the 
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name Manhunter for no better reason 
than that it is the first suggested. He's a 
man with a mission, and he'll do anything 
(with his new capabilities, “anything” is 
suddenly turning out to mean a hell of a 
lot more than it did before) to accomplish 
it. Too bad that with new talents come 


by Chris Golden 


other, less desirable new instincts, like a 
hard-to-resist lust for killing. Top notch. 
Grant's a veteran of Punisher and Giarra- 
no has Batman experience, so the atmo- 
sphere is nice and murky. If the other 
books coming out of Zero Hour are like 
this, it's going to be a hell of a year for DC. 





TIMECOP is trademark and copyright 1994 Dark Horse Comics. All rights reserved. 
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TYRANT #1 


SpiderBaby Grafix 

Written and illustrated by 
Stephen R. Bissette 
One of comics’ greatest talents returns in 
an ambitious self-publishing venture. 
Tyrant is the story of the birth, life and 
death of a Tyrannosaurus Rex, and may 
take as long as ten years of bimonthly 
publication to be completed. Bissette is 
consulting with the world's leading prehis- 
toric experts to get everything just right on 
the dinos and the condition of the earth 70 
million years ago. There is, of course, no 
dialogue, but the narration is perfect, and 
the artwork ranks among the best in Bis- 
sette’s career. An informative backup sec- 
tion gives the entertainment industry buzz 
on dino-related projects. If you're into 
dinosaurs, or just great art, you've got to 
pick this up! 


STARMAN #1 
DC 


Written by James Robinson, penciled by 
Tony Harris, inked by Wade Von Grawbadger 
Hmm...what was that about other books 


coming out of Zero Hour? (see Manhunter 
#1) In Zero, Ted Knight, the original Star- 
man, was quick-aged by Extant and almost 
killed. In Starman #0, his son David took up 
the costume and weapons, and was sum- 
marily shot and killed. Now his youngest 
son, Jack, with whom he's never really got- 
ten along, and who has no interest whatso- 
ever in becoming Starman, is forced to take 
up the Cosmic Rod, but he'll be damned if 
he'll wear that silly costume! Quirky art, a 
cool, cruel villain called The Shade and inter- 
esting supporting characters. 
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THE TALE OF ONE 
BAD RAT 
Dark Horse 
Written and illustrated by Bryan Talbot 
“Monsters aren't always under your bed,” 
reads the tag line for this four-issue series, 
“Sometimes they're tucking you in." 

The Tale of One Bad Rat is actually 
the tale of Helen, a young British girl who 
has run away from home after being sex- 
ually abused. Not surprisingly, Helen has 
problems—she's homeless and vulnerable 
and can't bear physical contact. Oh yeah, 
and she keeps a rat for a pet. But instead 
of self-help manuals, Helen becomes fas- 
cinated with Peter Rabbit, finding solace 
in visiting different places from the life of 
writer/illustrator Beatrix Potter. By the 
fourth issue, the wounds of her abuse 
have begun to heal, though not without 
leaving scars. 
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PRIME ANNUAL #1 


Malibu/Ultraverse 

Written by Len Strazewski and Gerard Jones, 
illustrated by Norm Breyfogle 
If you can take your eyes off the gor- 
geous cover painting by Boris Vallejo 
long enough, this story'll suck you right 
in the same way it did with Hardcase, 
who guest stars. The plot centers around 
the kidnapping of Hardcase's comatose 
girlfriend, an ultra who was his co-mem- 
ber on the Squad, but the theme of the 
story is the comic's real focus. Prime is 
actually a 13-year-old boy named Kevin 
Green, and lately he's been acting like a 
spoiled brat with super powers. In the 
course of this issue's run-in with Hard- 
case and Doctor Gross, Kevin learns to be 
more mature and ultimately drops the 
bad boy stuff in favor of acting like a 
proper hero. 


STEVE BISSETTE’S TYRANT is trademark and copyright Stephen R. Bissette 
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THE BATMAN 
ADVENTURES #25 
DC 
Written by Kelley Puckett, penciled by Mike 
Parobeck, inked by Rich Burchett. 

This thick, double-sized issue, based on 
the popular Fox TV cartoon, presents.a 
team-up between Batman and Superman 
against such villains as Maxie Zeus and Lex 
Luthor. The sleek, linear art closely resem- 
bles that of the weekly (and soon to be 
Saturday-morning) television series, and 
the writing serves up squeaky-clean super- 
heroes who are much more good-natured 
than you'll ever find in any of the DC Uni- 
verse continuity books. Unless you're real- 
ly into the cartoon or can't resist the 
admittedly cool pinups by the likes 
f of Mignolas, Gibbons and Nowlan, 
|The Batman Adventures #25 is 
| better suited for your little brother. 


THE BATMAN ADVENTURES is trademark and copyright 1994 DC Comics. All rights reserved. 
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THE SITH #1 


Dark Horse 
Written by Kevin J. Anderson and Tom 
Veitch, penciled by Chris Gossett, inked by 
Mike Barreiro 
Star Wars is hot, hot, hot, and Dark 
Horse keeps churning out great stories 
within the George Lucas mythology. This 
new series takes all the heroes of Tales 
Of The Jedi and The FreedonNadd 
Uprising and pits them against numer- 
ous forces, including an arrogant young 
Jedi named Exar Kun who falls to the 
Dark Side. Co-written by Dark Empire's 
Tom Veitch, all of these comic books 
form the basis for Anderson's series of 
paperback novels entitled Star Wars: 
Jedi Academy, which is also recom- 


A\QDARK LORDS OF THE SITH 





mended—check out how neatly the 
comics and the novels mutually influ- 
ence each other. Great art, great story 
and great mythology. 


THE MAN CALLED 
AX #1 


Malibu/Bravura 
Written by Marv Wolfman, 
illustrated by Shawn McManus 

In acity called Bedlam, which is literally gov- 
erned by criminals (you know, like Washing- 
ton, D.C.), a reporter named Liz Watkins is 
investigating the incredible story of an out- 
law who just will not die. He's fighting a war 
against the city's leaders, and he won't be 
stopped. The problem is, he doesn't know 
who he is, or why he must act as he does. 
Wolfman is one of the most consistent, most 
talented writers of superhero comics there is. 
His work on Tomb Of Dracula with Gene 
Colan has been called a masterpiece. This 
book doesn't rise to that level, but it would 
make a great Schwarzenegger movie. Also, 
McManus' art is kickin’. 


WOLVERINE: 
EVILUTION 


Marvel 

Written by Ann Nocenti, 

illustrated by Mark Texeira 
Wolverine is pitted against a wacked-out 
special interest group whose aim is to elim- 
inate technology from the world and then 
take it over. On past assignments, includ- 
ing Longshot and Daredevil, Nocenti has 
proven to be a talented writer, and her 
strengths are evident here in the dialogue 
and humor. The plot, however, is hard to 
follow, not unlike a confusing episode of 
The X-Files. The fact that it takes place 
way, way out of continuity doesn’t help. 
For Tex fans, though, it's probably worth 
shelling out the $6 cover price. 


DARK LORDS OF THE SITH is ™©1994 Dark Horse Comics. All rights reserved. 
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Marvel 


Easily the most commercial of all Marvel 
UK products, it is not hard to see why the 
company pulled it when the UK line went 
under and are releasing it now. Alan Davis’ 
work on Excalibur made him a fan 
favorite, and his humor and excellent art 
are well represented here. Rory and Pan- 
dora are teen crime fighters who believe 
they are mutants. In this first issue, they 
discover that they are actually children of 
an ancient, nearly immortal race, and that 
their grandmother and uncle are actually 
their sister and brother. Talk about teen 
angst. The problem is, a whole herd of dis- 
gusting creatures are out to find some- 
thing called the Gryphon, and are hell- 
bent on destroying their family along the 
way. Bummer. 


STRIKEBACK #1 


Malibu/Bravura 


When a vicious villain called—I kid you 
not—the Doberman, kidnaps Rascal's girl- 
friend Nikki on her 25th birthday, Rascal 
teams up with a weird kabuki-man named 
Midnight Devil to get her back. Nikki has 
a very powertul psi-cat as a pet, and the 
two are members of a team of superhu- 
mans who don't—at least at first 
glance—seem completely heroic. For all- 
out action and tongue-in-cheek humor, 
this is a safe bet. 


FRAZETTA: 
ILLUSTRATIONS 
ARCANUM 
Verotik 
When it comes to sick, twisted illustra- 
tions of naked chicks and bloodthirsty 
creatures, no artist is more well known 
than Frank Frazetta. He's been scaring 
the daylights out of art fans for decades, 
and now the master of the macabre 
returns with an all-new collection of 
work entitled ///ustrations Arcanum. 
Published by newcomers Verotik, the 
company founded and run by cool 'n' 
creepy rocker Glenn Danzig, this full- 
sized book features 30 new black-and- 
white pencil sketches by Frightening 
Frank, each depicting a_ big- 
breasted/big-hipped semi-naked babe 
with outstretched arms, a hellish beast, 
or even a combination of the two. Sexy 

and scary, Frazetta rides again. 


WOLVERINE/FURY: 
SCORPIO RISING 


Marvel 


Nick Fury's son is the semi-reformed 
international terrorist, Scorpio. In this 
bookshelf one-shot, he defies his father 
and sets out to ensure democratic rule for 
Carpasia, his home nation. Circumstances 
bring Fury and Wolverine together once 
again in this sequel to the graphic novel 
The Scorpio Connection, and, as before, 
they make a wonderful team. Only 
Wolverine can match Fury scowl for 
scowl. This tale of adventure, espionage 





and international intrigue also explores 
the relationship between Fury and his 
son. The whole thing is a perfect illustra- 
tion of a point made more frequently as 
of late: that Marvel readers would love a 
series featuring the exploits of the inter- 
national spy community twenty years 
ago, featuring Fury, Wolverine, Banshee, 
Black Widow, Carol Danvers, Maverick, 
Sabretooth, and so many more. 


GIANT MAN #1 


Marvel 


Editor Ralph Macchio wanted to honor 


THE CLANDESTINE is trademark and copyright 1994 Marvel Comics. All rights reserved 
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THE LONE RANGER AND TONTO is trademark and copyright 1994 Topps Comics. All rights reserved. 


Hank Pym, a.k.a. Ant-Man, a.k.a. 
Giant-Man, etc., the only member 
of the original Avengers still in the 
lineup, with a mini-series of his own. But 
perhaps Marvel had no faith in the char- 
acter, since the comic is only available as 
a flip book with the regular Avengers 
series, for just a dollar more than Avengers 
usually costs. No matter; it's still a heck of 
a lot of fun. When it's done right—and 
Perez has done it right here—the rich his- 
tory of Marvel characters will make you all 
warm and fuzzy inside. 

In this story, guest starring Bill Foster 
(the former “Black Goliath"), Pym strug- 
gles to avert a potential disaster that his 
own research has brought about. And in 
the midst of battle, his ex-wife Janet (the 
Wasp) falls mysteriously ill. I'd never heard 
of Jeff Moore, but | suspect | will again 
very soon. 






Topps 
Written by Joe R. Lansdale, penciled by Tim 
Truman, inked by Rick Magyar 
Lansdale and Truman brought you the 
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“IT CRAWLS!” 


PART ONE CEOUR 


award-winning Jonah Hex: Two Gun Mojo 
from Vertigo last year, and it speaks well for 
Topps that they were willing to risk a clean- 
cut icon like the Lone Ranger in the hands 
of such rebels. In fact, The Lone Ranger 
And Tonto is somewhat of a revolution 
itself. The first page shows Tonto kicking 
the Ranger's ass—take that, Kemosabe! 
The rest of the story shows the 
events which led to that whupping, 
including Tonto's annoyance at the 
Ranger's growing belief in his own 











publicity. Throw in tall ships rolling through 
the desert and the occasional Aztec zombie 
with a sense of humor, and you've got 
yourself a very different Lone Ranger. 


Borderland Press and SpiderBaby Grafix 
Written by Alan Moore with select illustra- 
tions by Eddie Campbell, afterword by 
Stephen R. Bissette 
This limited-edition hardcover reprints the 

complete script of Alan Moore's 
retelling of the Jack the Ripper 
story. Classics like Swamp 
Thing, V For Vendetta, 
Watchmen, and Miracle- 
man have proven Moore 
to be one of the best 
writers working in 
comics—or any medium, 
for that matter. From Hell 
may well be his most ambi- 
tious project. First begun in 
the pages of the Bissette- 
edited anthology Taboo, 
this is its first outing in plain 
prose form, and the first of 
a proposed four-book 
series that outlines the 
graphic novel's genesis. 
The good news: it's bril- 
liant. The bad news: it 
costs a major chunk of 
change. This three hun- 
dred-plus page book, limited 
to 1000 signed and num- 
bered copies, will run you 
$95. The deluxe lettered ver- 
sion is a whopping $450. Of 
course, for Moore's real fans, 
the volume is priceless. 








Marvel 


Written by Scott Lobdell, penciled by Chris 
Bachalo, inked by Mark Buckingham 
Scott Lobdell has already proven himself 
one of the best X-Universe writers work- 
ing ever, certainly the best one they've 
got today. It seems only right, then, that 
the third wave of mutant heroes, the apt- 
ly-titled Generation X, should be created 
by Lobdell. After the events of the “Pha- 
lanx Covenant” storyline, Banshee and 
Emma Frost have set up a new school at 
the Massachusetts Academy formerly 
run by Frost, an expansion of Xavier's 

Westchester school. 
Lobdell'’s characters are fresh, but 
plopped down in the middle of the mythos 


























that the X-Men have built up over 
the years. Sam Guthrie's little sister 
Paige, a.k.a. Husk, is desperate to 
grow up to be a member of the X-Men, 
while Jubilee had that honor, and chose to 
relinquish it in order to learn more about 
her powers and herself...and maybe stay 
alive a while longer. The book also show- 
cases an underdeveloped character, Ban- 
shee, and a brand new, savage and deadly 
villain called Emplate. The appearance of 
the “lost X-Man," Gateway, from the end 
of Claremont's run, is welcome. 

Like Stan Lee did thirty years ago, Lob- 

dell is giving us a whole set of 

characters who must now 
spend their lives togeth- 
er and defend one 
another to _ the 
death—without neces- 
sarily having to like one 
another. These Nineties 
kids are smart, cool, and 
powerful, but several are 
downright repulsive 
looking and only a cou- 
ple can truly “pass” for 
human. 
“gf Bachalo and Bucking- 
“4 = ham's artis stunning; like 
FB John Romita, Jr.'s Uncanny 
y X-Men, it's more Vertigo 
than Marvel, and that's a 
very positive sign. This 
book is different from its 
predecessors, but it can 
‘F \\ and does draw from the 
F history which gave birth 
to it. Generation X has all 
the makings of a blockbuster, 
but it also has the makings of a damn 
good comic book, laying to rest any 
lingering claims that the two are mutu- 
ally exclusive. 


\\ 





Written by Gary Ushaw 
illustrated by Warren Pleece 

Call it The Godfather meets Angel Heart, or 
something like that. Mobfire is the story of 
Jack Kellor, whose father has just died, leav- 
ing him head of the biggest mob family in 
Britain. The catch? The power behind the 
family isn't just good ol’ fashioned Thomp- 
son-gun violence—it's voodoo. When Kellor 
tries to break away from his father's old-time- 
religion leadership style, he runs afoul of the 
Bocor, his father's right hand. Usher's down 
n' dirty script combines with Pleece's gritty art 
for a tale that just begs for a movie treat- 
ment. Exploding heads and a cameo by John 
Constantine are among the high points. 


Kevin Henson 
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| SPAWNING THE GLOBE 


whole message. To hell with — CONTINUED FROM PAGE 34 
the establishment. Fight the ~—— ——= oa 





power. Own it, run it, keep it, or screw it. 

“Corporate America says, ‘Oh, this is how it's gotta be done, this is how the pol- 
itics go,'" says Todd. “This makes me crazy. You say that, I'll defy you. I'll defy you mer self, did Spawn beco 
if it's the last thing | do in my life. I'm not saying I'm logical about it. I'm just saying guy? A: It was another cruel j 
that I’m willing to stand up for what | believe, and what | believe is that nobody _ him by the Devil. We 















ers to take on the appeara ce 


Q: If Spawn's costume is alive, i is 


should have the right to tell me how to live my life.” 
a separate creature? Is the cost 


Press the corporate button, and he snaps instantly into Ren Todd mode. Ask | I 
him if he's burned a lot of bridges behind him, with Marvel, with the corporate effective when he isn't wearing the ma 
And does he always have t 


bigwigs who still own two-thirds of the industry. : 
“People talk about burning bridges, but the saying really goes like this: Never nacsuse nas pel ad ee pe: 

burn a bridge unless there's other ways to get to the place you wanna get to, ee a = ee vee ue w 
says Todd. “In other words, if | cross a bridge, and | turn around and there's Spawn take it off himself. The - 
five hundred bridges to get back, then not only will | burn the en | a dg device. When a 
napalm it n' torch the son of a bitch, because sometimes, the only way people 
understand that you mean business 


is if you play their game. If you're 
HELLEVISION don't dress going to go to war, and | feel like 
dbase himfunny.” |'m at war sometimes, then you 


The Spawn video game is a go project have to send a message to your 
already, and should be hitting a system enemy with a friggin’ cannon 
near you sometime fairly soon. “We're " biast. At that point, once they see 
rocking there,” he says. “Video games are that they're dealing with an equal 
video games, you know, so we really don’t 
need to delve too much into the love inter- 
est stuff. The bad guys will all be in there, 
Violator, all that stuff. And eventually, in 

the end, yeah, he'll go to Hell.” 
Then there are the Spawn spawn-offs. you're just some peasant, then 


Alan Moore is doing a miniseries featuring the only way that they pay 
Violator—now himself a fugitive from his attention is if you kick them in 
even more loathsome demonic brothers. the balls. | have to kick certain 
Neil Gaiman is going to be writing one fea- , 

turing Angela, the huntress from Above. oe > Are a 


And eventually Todd is going to pass do things the way that they 


Spawn itself on to worthy successors. 
“Spawn has gotten so big now that it's like want, then they take that as — make a new life, part of that includes love. 


he comes up and taps me on the shoulder an act of insubordination. _@: Are there any comic book character 
and says, ‘Daddy, | need help here, if you're Guys! There's more paths to think could kick Spawn's ass? A: | create 
going to let me grow up and try to be as_ the finish line! | happen to as far as I'm concerned, nobody could kick his 
big as you want me to be, you're gonna wanna take the path over face almost anyone, even though it would cost 
_ have to be a dad to me. And you can't be here, and they’re like, you _‘is powers. In my mind, poe Is the po 
_adad to me if you keep on sitting over that do it our way or no way, =aeeeeees know it yet. 
ene board.” Ue aacctnnvers, Winnie? Q: Will there be any Spawn. special issue 
; y's 
_ How big does Todd want Spawntobe? ey a at ty future? A: The only big issue thing | can see 
Me big as Spawn's cape. Bigger even. 8 "8 has a reunion with his wife, because that's a natu 
“I want to make him a household do. ment. That's why he came back to Earth anyway. ¢ 
name,” he says. “So | can go to Spain and And maybe Todd's _ that, | really don't see where | could do any death issues 
say Spawn, and they'll go, ‘oh, yeah, right. A couple years ple him or whatever. | mean, he's already dead. 
yeah.'” after he left Marvel, he @Q: Recently, you did a Spawn/Batman crossover. 
And after that? | and his Image buddies consider a Spawn/Superman team-up? A: Super : 


_ “When | retire, when I'm 50 years old are facing down the bore to me, but at least Batman was like a real guy. ‘Su 
or whatever, | wanna own a baseball giant. He's even gone too big, nobody can kill him—he's a tough guy who spins p 
team,” muses Todd. “I could sitthereand nd done a team-u p, on his finger like a basketball. You want a real contest for S 
go to the pitchers, ‘Hey, you! How much do Spawn/Batman—the man? Make him face God. God's the only one a cot 


| pay you? $12 million a year? Buddy, you _ give Superman a fat lip. 
throw me some fat tomatoes right here. I'm upstart antihero ver- — @. How ‘bout Spawn/Spider-man? A: That wou 


the owner, I'm the one who signs your pay- SUS the classic crusad- go), 1'd like to do it in the future (if Marvel would loan 
check, you throw me some tomatoes, and °! of the night. Itsold — @: Spawn/Daredevil? A: Yeah, that would work. | 
you'd better make me look good—other- big, as you might @: Spawn/Punisher? A: | don't like Punisher—he's a 
wise | got a pink slip sitting here in my back have guessed. The __ like, “I'm gonna kill you—you'd better run.” You're a t 
pocket.” money went right — from him, 200 feet, 300 feet, 600 feet, 900 feet and boo 

Going, going, gone! And Todd'Il whereToddwanted your head off. Where's the hand-to-hand. combat? | 
circle the bases. Or maybe he'll circle jt: his pocket. don't even have to see the whites of their ¢ 
_ them backwards. Who the hell cares? And the point opponents. Who cares? 
aes do it his ee —J.Y.— was made. x _ 











Qa: will here ¢ Svar ea costume € 
Maybe. His costume is — Hoes for 
part. 
Q: If he can do almost anything, whit 
attempted to go back in time and stop Cha 
adversary, then you can start to from murdering him? A: Good concept. will 
make compromises and start — to explore it in the future. ae 
talking about peace treaties. But @Q: What will happen in the “angeta” ih | 
if they think that they're God _ series? A: Spawn and Angela will confront each other | 
on one level, but the mini-series concentrates more a 
Angela as a renegade angel. mh 
Q: Since his wife has remarried, will Spawn ar | 
have a new love interest? A: I'd say there's a chance _ 
of that happening. Maybe when he comes to. grips with 
the fact that his life isn't what it was, and it's not what h 
thought it was going to be, he can say, “Well, I've got 
give up my past life and make a new one." And w 

































































THE BIOSPHERE IS HEATING UP IN SOULSTAR, AND WITH OVER 40 
EXCITING MISSIONS TO CONQUER ACROSS 6 PLANETS, YOU'LL 
NEVER COOL DOWN IN THIS AMAZING 3-D SHOOTER. 


' ” Fans of the Galaxy Force series of games will be pleased to see the 
Creation . this ~ — cp!" 





“The a different vehicles, a good hehind-the-spacecraft 
perspective, +0 — and dramatic music — the action." 


amePro, CES Showstoppers, 














5 “tt you'y ve » been waiting for another great shooter for your Sega CD, better 
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THE VIDEOGAME RATING COUNCIL, 


- ITS RATING SYSTEM, SYMBOLS AND 





TAKE CONTROL IN THIS HI-TECH, TACTICAL BLASTFEST THAT KEEPS 
ON BLASTING. KEEP THOSE PLASMA CANNONS CHARGED OR 
YOU'LL NEVER MAKE IT THROUGH THE MULTITUDE OF 3D TERRAINS 
- 10 THE CYBER-PSYCHOTIC BOSS ON THE TERRIFYING 13TH LEVEL. 
" The first Core game is an incredible mech-simulation game entitled 
—— ' 


Flecironi ip Gai ig Aa lonthiv 
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. “The er in Battlecorps is awesome ts ‘This gives the game F) very 
realistic _ r 


Game Fan, February 94 





This official seal is your 
assurance that this 
product meets the highest 
quality standards of 


CORE DESIGN, INC. 2737 POLK STREET SUITE 3 SAN FRANCISCO CA 94109 SEGA™. Buy games and 


accessories with this seal 
to be sure that they are 


INDICIA ARE TRADEMARKS OF SEGA Soulstar/Battlecorps © Core Design Limited. Sega and Sega CD are trademarks of Sega Enterprises, Ltd. compatible with the SEGA 
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All rights reserved. Screen displays shown are from Sega CD version. CD™ SYSTEM. 





WARS: DARK EMPIRE — 
SUPERMAN LIVES! 





STAR TREK COR 
ACCESSORY KIT 





a teen j « (ly CONTINUED FROM PAGE 47 


could write some music for the video 
game. We played them a little riff, they 
liked it and said, “Could you make a whole 
song?” So we wrote “Carnage Rules.” 
FLUX: Do you guys play video games? 


based on. 


MANSPEAKER: [/aughs] Oh, yeah. Just 
recently | took all of our video games out 
of our production office. We had a whole 
video arcade in the back with real old 


coin-ops like Centipede, Bat- 
tlezone, Missile Command, 


Crazy Climber, Star 
Wars and Venture. 
They're all in my 
garage now 
because the presi- 
dent of our record 
company 
[Zoo/BMG] told me 

to get rid of them. 
He didn't want peo- 
ple assuming we 
bought the machines 
with the record com- 
pany's money. 

FLUX: Do you play 
home video games, 
too? 

MANSPEAKER: Yeah. 

| have a ton of Super 
Nintendo games. | 
also have a 3DO 
machine and a Tur- 
boGrafx. The 3DO 
player is awesome— 
the games are just 
incredible. My 
favorite one right now 
is called Crash And 
Burn. 

FLUX: Tell us about 
the comic book that 
will coincide with your 
new album, 333. 
MANSPEAKER: DC 
Comics is putting it 
out—it'll be a series. 
It's the story of the 
good guys—Dunder- 
head, Shitman, the 
Cowgod—and how 
they all got together, 
and the bad 


guys—Moronic Dictator, T.0.A.H., and 
Orange Krunch—and how they got 
together, and why they're all fighting. It's 
a three part series. If it does well, it will 
continue into four, five, maybe six parts. 
But DC promised they would put out 
three books and see what happens. It 
should be out by the end of the year. The 
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‘There are 
days When 


I don't 


even Want 


leave 
his 
place. 





guy who's writing it is a friend named 
John Arcudi. He's the guy who wrote 
The Mask, the comic book the movie is 


FLUX: Will the home video just be a 


video version of the 
comic? 
MANSPEAKER: 
Kind of. But if you 
get all the pieces of 
product, it puts the 
puzzle together for 
you. Everything has 
a little part to it. For 
example, if you buy 
the cassette, it comes 
with trading cards of 
all the characters. If 
you buy the video, 
it's got a layout of the 
good guys’ ship. If 
you get the CD, it's 
got a little comic book 
that vaguely tells you 
the story. The comic 
book will tell the 
whole story in itself, 
and then the actual 
video will show how 
Orange Krunch got in 
the picture. 
FLUX: Who comes up 
with all the ideas for 
the characters, story- 
lines and music? 
MANSPEAKER: 8Basi- 
cally Kym [O'Donnell] 
and | come up with 
the characters and 
design them, but 
everybody has input. 
Sven [Steven Shenar] 
and Rootin' [Michael 
Bloomquist], the gui- 
tar player and bass 
player, come up with 
the songs. I'll go up to 
them and say, “Okay, 
this is Orange Krunch; 
he's seven and a half 


feet tall, and he's singing 


a song and it's kind of a Pantera song.” 
And they'll start working on it. When 


we get the song, we write the lyrics and 
it's all ready to go. 

FLUX: So the characters come first, then 
the music, then the lyrics? 
MANSPEAKER: Yeah. Then we try to 
piece them into the whole story. 

FLUX: Sounds like a heckuva lot of fun. 
MANSPEAKER: It’s the greatest. %% 











by Steve Fritz 


* Fleer’s back in business with another Marvel 
set, this time the Marvel Masterpieces. The 
Hildebrandt Bros. (Greg and Tim) provided all 
the art—expect this 140-card set, available in 
October, to be hot. Look for one card auto- 
graphed in gold foil by Greg and Tim in every 
pack. Collect all 140 and you have the Gold Foil 
Signature Series subset! 





MARVEL MASTERPIECES—STO | 
* Topps and Dark Horse join forces and get good 
n' ugly with an Alien/Predator series. Contribut- 
ing artists include Jim Valentino, Adam Hughes, 
Dave Dorman, Mike Mignolla and more. 
* Chris Achelleos draws the type of women 
you wouldn't want to 
meet. Women that 
would have you for 
lunch. The Friedlander 
company will be 
releasing a set of [Fam 
these very dangerous 
babes later this year. 
Drool on. 
* For those who like Ff 
women with a bit B 
more class, 21st Cen- [j= 
tury is reprinting cards 
from the George Petty 
collection. Petty pre- 
ceded Vargas by a few } 
decades and his ele- | 
gant airbrush style kept young studs happy for 
generations. 
* In the phone card department, Jae Lee’s Hell- 
shock character now has his own debit card. The 
card, which is autographed by Mr. Lee, costs 
$20.00, and will give you that much in phone time. 
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Here’s the only 


Genesis basket- 
ball game with 


a 3-D rotating 
court — and me, 


Dick Vitale! 


live and breathe college hoops. I eat 

it, I sleep it, I drink it, I love it, I 

need it. And now you can too — 24 
hours a day, 3865 days a year. The folks 
at Time Warner Interactive have created 
a college basketball game that’s so much 
like the real thing, I can’t believe it! 

The game’s so awesome, I’m proud to 
have my name on it. Just check out all 
the prime time features of Dick Vitale’s 
“AWESOME, BABY!” College Hoops: 


FACTOWED FR. PLAYA) 
GA BEMESIS 


gy 4’ 3-D scaling and rotating court 
ia y puts you zm the game, not just 
watching from the sidelines. 


2 Real on-court sounds and commen- 
“» tary from yours truly. You can even 
use my plays from my college and pro 
coaching days. 


Bi Keal college basketball action and 
& rules with 32 teams in 4 confer- P ences: i ] 
ences. Choose from Tournament, 2-on-2 8 CD CS MS ce 
Slamfest and Single game modes with | (ates 

6 speeds and 3 difficulty settings. A ‘ 


4M) 5-man teams with real moves: ball 
“® stealing, behind-the-back passes, 
lay-ups, hook shots, power slam dunks, 
reverse slams and monster 3-pointers. 














This official seal is your assurance 
that this product meets the highest 
quality standards of SEGA™. Buy 
games and accessories with this 
seal to be sure that they are compat- 
ible with the SEGA” GENESIS 
SYSTEM. Sega and Genesis are 
trademarks of Sega Enterprises, Ltd 


Play it and you’ll be screaming, 
“Awesome, Baby - 
with a capital A!” 
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General Audiences 


All rights reserved. The Videogame 
ee e Rating Council, its rating system, 
symbols and indicia are trademarks 
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FINISH HIM! 





KINTARO ‘S REVENGE! 
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